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QUIT WITH THE CHICKEN COUP. 

HERE’S ALL YOU NEED TO FEEL BETTER. 


HOW NICE.THE BETTER YOU PLAY,THE SICKER YOUR FRIENDS WILL BE. SQ JUST SEND THIS IN AND 

SCORE THE FREE DK COUNTRY PLAYER'S GUIDE.AWHOLEYEAR’S 

WORTH OF NINTENDO POWER. PLUS, FREE SUPER POWER STAMPS, WORTH CASH OFF WHEN YOU 





ORDER COOL GEAR FROM THE MEMBERSONLY SUPER POWER SUPPUES CATALOG. 


SEND THIS CARD IN OR CALL 1-800-155-1700 
ASK ^OR OFFER NUMBER S321 
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(THE NIKTENOO REPkesQ^ATtVC WILL NCBJTO TPEAKTDTHE POISON WHOSE NAMEAPRMSONtHE CAKaV 


□ 1 Yem SuasCRiPTMN - Give me 36 issues 

AND AU.THE BENEFITS OF N/NTENDO PotVER PLUS 
m FREE DK COUNTRY PLAYEH'S GUIDE FOR $45 US. 
FUNOS / $67 Canadian fund^"* 

□ 1 Year Subscriptien - I'll take 24 issues 
and all the benefits of Nintendo Power plus 
MY FREE DK COUNTRY PUYER'S GUIDE FOR $33 US. 
FUNDS /$45 Canadian funds!* 

□ I Year Subscriptien - I'll take 12 issues 

AND MJ.THE BENEFITS OF N/NTENOO POWER PLUS 
MY FREE DK COUNTRY player's GUIDE FOR $18 US. 
FUNDS /$25 Canadian funds!* 


•PMCES USTEO tNClUOE ALL AFPUCABLE TAXES 


PUTYOUR order FORM. PLUSYOUR CHECR DR CREDIT CARD INFORKATION IN 
AN ENVELOPE* AND NAIL TO 


NINTENDO POWEf^ 

P.O. BOX 97043 
REDMOND, WA 96073-9743 
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PLEASE PRINT LEGlELY WITH INK. 
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STATE / PROVINCE 
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m PAYING WITH (Pl£ASE CHECK ONE.) 

□ CHECK OR MONET ORDER □ VISA □ MASTBLCARD 
MYAftlETO NNTfNDO (HEASE DONT STAPLE YCXJR MYMEIVTTOTHE ORDER PORN 
AND PLEASE DO NOT SEND CASH SENDING CASHWUL HOLD UP PROCESSING OP ORDER.) 


CREDIT CARD NUMBCK EXP / 
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YOU*D RATHER LOSE YOUR LURCH IH ASSEMBLY 


THAN FIMDY^"—- 




ELF IN DONKEY KONG COUNTRY 


WIf HOMf f HIS PLAYER^S GUIDE 






SURE.THE FLU CAN MAKE YOU FEEL BAD AND LOOK STUPID BUT EVEN THE SCHOOL 


NURSE KNOWS THAT NOTHING CAN MAKE YOUR HEAD SPIN WORSE THAN FULL 






BORE 3-D JUNGLE FEVER. A.KA DONKEY WDNG COUNTRY. THE GOOD NEWS IS 


THERE’S A CURE. AND YOU DONT EVEN NEED A SHOT IN THE OL’ RUMPTO GET IT. JUST SUBSCRIBE TO 


NINTENDO POWER MAGAZINE FOR $18* AND WE’LL SBMDYOUTHE NEW DK mu 



[sin 




COUNTRY PLAYER’S GUIDE FOR FREE. IT’SALLYOU NEEDTO FEEL 101%. IN 1'^%- ‘ ^ V 




FACT, YOU’LL BE UP IN THE TREES AND BAGGIN’THOSE BANANAS IN NO TIME. AND, DON’T FOR¬ 



GET, YOU’RE /USO SCORING 12 TIP-PACKED ISSUES OF NINTENDO POWER. 




V ■' 




FREE SUPER POWER STAMPS—WORTH CASH OFF ON ANY HAT,T-SHIBT OR 


GAME ACCESSORY IN THE SUPER POWER SUPPLIES CATALOG. PLUS AXL 







KINDS OF EXTRAS LIKE TRADING CARDS AND EVEN DISCOUNT CERTIFICATES FOR TOP SELLING GAME 


PAKS. SOTHEREYOU HAVE IT. THE GUIDE, THE MAG, ANDALLTHE GOODS FORTHE DISGUSTINGLY LOW 


PRICE OF $18*! THERE NOW. AREN’T YOU FEELING BETTER ALREADY? 


CALL I 




-155-lJe@ TO SUBSCRIBE 


AND WE*LL GET IT ALL TO YOU ZIP BA 


POW. 


*CANADIAN RESIDENTS PAY $25. 









ffre iiynanvic Duo tdies on worst thoi 
Gotham has to affer, and we've got all the 
action in our big fald-out review! Check out 
the insider info and special tips thot .will help 
nob the Joker* • _ 


I The Lion King ^ 

I Disney’s hit movie jumps out of 
1 thii jungle '^nd into this month’s 
j issue. Usc the ?.w.isomw m'^ps 

help 

I Simbk bedbme'King. 


Pitfall: The /^yan Adventure 

The classic jungle adventure is 
back with an entirely new 
look. Get ^pj^.afr'tbe incred- 
ibie ;^phijcs with these never 
before seen screen shots. 


Classified Infiarmakfl has the inside 

* 'r ' ^ Ll 

scoop Donkey Kong Country This 
Inonth you csui impf^ youc odds at 
conquering Kong w^,^se incredi- 
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y fellow officers and 
Aw I myself would love to 
have a Mortal Kombat II Tip 
Sheet. 


Philip Serkosky 
East Hartford Felice Dept. 

East Hartford. CT 

Nomedforasheet, Officer Serkosky, 
just check the MKII Special in 
Volume 66for all the Ups you need 
Codes, codes and more codes! 

T think the Play It Loud com¬ 
mercials are funny. Especially 
the Stunt Race FX commercial. 
That snorting cop beats out any 
Sega Genesis gimmick. I can’t 
wait ‘til the next commercial. 

Jeremy Spencer 
Red Bluff. CA 

The agency that does all of our TV 
ads, Leo Burnett, really does some 
cool thingsfor us. We like 'em a lot, 
too! Oh, by the way. Stunt Race FX is 
•a really cool game But you already 
knew that 






Tony OiCole from Cincinnati. Ohio Snorkeling 
at Pirate's Cove on Paradise 
Island in the Bahamas 


syi 

Jose, California, went all the way to Pans. 



Raymond Camarillo from San 

ay to 

France and took fslintendo 
Power with him to tho Arc 
deTnomphe* * 


HInta that youVe baen pla^ng video gamea for too long. 


io • diseevdr yoyr littU brotkir is notf 
inirri^fl vitk eniUrin. 

• Tbi eerd frtta ycir ooitrilUr hiifi jit- 
hof tMflad \tf li your hiird. 

• You soddioly remsmhir tbit Rii9ii is 
00 loofor Prooidiot. 

7 * Morio tolls yoo to |0t • life. 

• Tko hod joys lot yoo wio jost to jot you 
oot of tkoir hoir. 


• Youfiido DeorJoko lottor tfkoro your 
Sufor NES uood to he. 

•Yoo thiok 6oilo ood Bort Slmysoo iro 
rolotod. 

3* Yoo eoll 0 Bomo Couosolor ood osk for 
2oldi 9 pkooo flomkor. 

• Yoo ro tryiof to fiod o worp moo Io tio* 
toe-toi. 

Iwlnstood of Pross Stort, yoor vidoo 
fonio soys. Somekody yieoso shoot mol 


Dolph Quick Benneiisvi11e> SC 
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Tom - Parma. 


«ii Chiba - Cincinnati^ OH 


Curtis SarapIlk - Edmonton. AB 


Naomi Chiba - Cincinnati, OH 


Matt Olson • Greeley,CO 


Emily Doehler-Knox - Toronto, ON 
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IF YOU'RFtNTHE MOOD TO 
WRITE, WE’RE IMTHfMOOD 
TO READ! 

How you like: ih : new k'Ok 
of Pak Watch, Now Playing 
and filrftsindo Powvt 

^gular fcatuj * columns? 

NINTENDO POWER 
PLAYER'S PtILSE 
P.a BOX 4^033 
REDMOISD. WA 
98073-9733 


M alt Kendrick, winiiei of last May's Player’s Poll 

contest, had a larger than life experience w^hen he met Charles 
Barkley at Disnev World in September. Not one to be intimidated— 
even by his basketball idol—Matt challenged 
Sir Charles to his own game, Barkley Shut 
Up and Jam, when Charles dropped by his 
suite. Matt had put in plenty of hours on the 
video court, but Barkley was up to the chal* 

Matt also won a basketball and two 
of Nike Air Force Max CBs, one in 

Charles’ size (16) 
and one in his own 
(12). Charles auto¬ 
graphed the shoes 
and the ball after 
the video match¬ 


up. 

Matt and Charles are ^bout to 
mix It up on the video courti 


Hintcflilo ppK/er 
Subscriptions & 
Consumer Service 

1 - 800 - 255-3700 

rTlin 1-800-422- 281) 
fall for wvkf* as^nt lu oi 

lochai^'youraddre > 

4 ani ind midnight P u.ifjr 
* nmes M'inday through Saturd^ty 
orbam ahdTpm Sunday 
French-andJ^anisn-spc ikin^'^rcprc 
senut flks arc available. 


'- 206 - 885-7529 

Monday 
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THE 


© 1994 Virgin interactive Entertainment Inc 
® 1994 The Wait Disney Comoany 


Lion king 

Disney scored big at the box office last summer with the soon-to-be-classic Lion King. 

Now, Simba roars to life on the Super NES in a beautifully animated action game that 
IS the product of collaboration between Virgin and Disnev. The game follows the 
mosie’s story line and will appeal to young players—who may find it a difficult play. 





As a cub, Simba pulls playful antics, such as pouncing and tum¬ 
bling, but as he gets older and readies to fill his role as king of 
the jungle, he learns new moves and becomes a force to be reck¬ 
oned with. 






In kaepmg with the movie. Simb^ begins tha adventure as 
a cub and grows up as he lives and learns As an adult* 
ha has a wild mana and a more dignified air 


As an adult Simba can slash In paw^to^paw combat he 
with both front paws can throw his opponent 


Full grown Simba can also 
reach out and punch 


Virgin's Super NES version of the 
Lion King, which is graphically 
superior to its Genesis version, cap¬ 
tures not only the fine ammation 
of the movie, but also the outstand¬ 
ing music and sound effects. In the 
beginning of both the movie and 
the game, Simba is a youi^ cub in 
training to be king. As a cub, he 
frolics through pastoral levels, with 
a less-than-fearsome roar and acat- 
like pounce as his main forms of 
attack. He toys with butterflies, 
swings from the tails of hippos, and 
becomes the ball when monkeys 
play catch. As he grows up and 
learns through his experiences, he 
becomes a sleek, full grown cat with 
a beastly roar and savage slash suit¬ 
ed to the king of jungle. And he’ll 
have to make full use his natural 
instincts. Although he’s born to 
rule. Simba must prove that he’s 
worthy of the crown. The; game has 
three difficulty levels, but very 
young or inexperienced players 
will be frustrated by even the easy 
level. 


All of tha mam players from tha originai cast sra 
here, hut its Simba who steals tha show 


UI Simba's roar can maka Tha cub can also destroy ena- Prass Down while running to 

enemias axploda or flip over mias by pouncing on them exacute a forward roll 
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Disney ammators worked closely with Virgin to 
produce top-Qtia lity graphics for Tha Lion King 


Simba’s first adventure is set in the 
serene svlvan countryside, where 

4 ^ 

African Beedes and reptiles abound. 
It’s a relatively easy stage where you 
can learn to roll, pounce and use your 
roar. Jump from platform to plat¬ 
form and work your way up to the 
exit in the northeast corner. Don’t 
pass up the 1-Up or the Bonus Stage 
Bug Explore thoroughly to find all 

^ ^ to be had here 

ing on to more* 
difficult areas. 


START 


Starch outtha circle of life symbol to get 
anadditonal Conhnue 


Tha Hyena at the end of the hrst stags is a 
real craam puff Stay on tha ledga on tha far 
nghtand pounca onrtwhan itpausasto 
pant A couple of wall-timad hits will take it 
out Who's laughing now? 


If you pick up tha brightly col 
ored Baetia. you'll antera 
bonus stage at tha and of 
this round Catch as many 
falling bugsthara as you can 


afY 


MY 


<tA Fb turm Anim itlon 

Anim «tion S irvit •. 
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In St^e 2, young Simba gets to 
interact with some of hisjungle 
buddies, including giraffes, hip¬ 
pos and monkeys. Although 
some of thejumps require tricky 
uming, this stage continues the 
light-hearted frolic that began in 
Stage 1. There are no enemies to 
avoid, but you can be your own 
worst enemy by becomir^ impa¬ 
tient and landing in the water 
one too many times. Take it easy 
and look for patterns that give 
you clues about what you’re sup¬ 
posed to da 





Stand beside die two 
pirk monkeys and roir 
to change their dirac- 
tions, then jump on the hippo's nose 
It will fling you up to the monkeys, 
and they'll toss you out of there 






Afteryou shda down the giraffe's nsck^you'IMand on an 
ostnch that will immediately take off running Watch tha 
nghtside of the screen Whan an arrow appears^ get ready 
a^artojumpovara hippo or to duckto avoid a nest, 
depending on which direction the arrow is pointing When 
you see a double arrow, you'll have to jump a sacond time 
inmid-flightto avoid hitang anastintha tree ifyoutima it 
nght you'll land back on the ostnch 























































Rofir atthe pmk monkey by the hippo 
to make it chanoe dirdction, then 
launch from the nippo 


To cross the water, jump from one hippo's swin 


mg tail to the next Hold Right or) the Control Pad 
and press the Jump Button whan the tails swing 
to tha right Pick up the l-Up end continue 


Change the direc* 
non of the pink mon¬ 
key where you land, 
then skip backtotha 
left on the logs 
Don t light foriongl 













































































In the Elephant Graveyard, Simba finds giant bones, remnants of the 
great beasts. He s hounded by hyenas and egged on by eagles as he picks 
his way throi^h the bones.There is more swinging and jumping here. 



FOilSOH 

BEETLES 

Oont ptekupthe red 
Beetle with the blue 
head it's poisonous 
and It saps your energy 



START 



YUCK IT UIP 



A couple of hyenes are poised to pounce from the bone outcropping just 
above the starting point Run to the left and weit for them to jump When they 
pause to huff end puff, pounce on them 



Afteryou defeetthe hyene on the Pull yourself up, then jump overto 
right desh back to the left end jump the Bonus Beetle on the right You'll 
up to the bone ledge be rewarded in the end 



You must make very quick finger-tip jeeps from ledge to 
ledge here The fountain nses quickly, and you'll be histo¬ 
ry if it so much astouchos you Press the Jump Button as 
rapidly as you can es you work your way to the top 


Swing up the row of bones here, 
then leap to the opening on the 
upper right Instead of continuing 
to the nght dash back to the left 
end leap at the lest moment 
Youlf reech a far ledge and e MJp 


M PLUCK A 

i-up 
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Little Simba is in big trouble when he gets caught up in a stampede. He 
must run for his life while avoiding the crazed antelope that arc charg¬ 
ing to who knows where. As he races along, he’ll also have to watch for big 
rocks that might tnp him up. It’s a big challenge for a little guy. 


STAGE 4 


lurwsy back 
to the left to the goal, take a 
quick detour to pickup an 
extra Continue Go pestthe 
Continue and drop into the 
chamber on the left then go 
becktothe right to pick up 
the Continue icon 




Shortly aftera ques 
tionrner1( fleshes, a 
rockwill appear 
k to the nghtofit i 


Stay in the middle Jump 
ov«r the next stone that 
appears in the center of the 
screen 


Next, a set of three rocks will 
appearjusttotho left of cen¬ 
ter Jump them 


Another set of three stones 
wil* appeer These will be to 
the right of center. 


Stay on the right until the first 
weve of entelope run by, then 
go to the center 


When a slow moving ente- 
lopo comes along move 
slightly to the nght of it 


When a rock flashes on the 
screen, count to four Jump 
on four to miss it 


Stay in the center Keep Use the same technique to 
counting to four and jumping jump over the two rocks thet 
the rocks that appear show up together. 









































































STAGE 5 


If you continue to the nghtwithout taking the 
shortcut you II be chased by a huge, rolling bouS 
der Hustle to stay ahead of it and roll whan you 
come to tho porcupine 


Simba IS on his own in a much more somber world in tliis stage. He has to 
make his way through maze of platforms while rocks shower down from 
above. It’s a tough stage^ Listen for rocks and dodge them as best you can. 


If you roll through the wall on the left here, you 
can roplanishyour energy by picking up a Beetle 


You cen take a shortcut by rolling to the left through the well 
here You II drop into a room below, where you can pick up a 
Beetle Jump up to get out and hot foot it to the right to avoid 
being flattened by the 
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You II be stiadowed by 
another big, rolling 
stone here Run for it 
and dive to the loft 
when you run out of 
ground 


0 afMroicupuB 

Avoid the quids When you come to the porcu¬ 
pines, do a forward roll right through them to flip 
them onto their backs, then pounce on their soft 
underbellies Continue to the left after destroying 
them 


This month’s coverage of die Lion King ends with Stage 5> but we’ll be 
back next mouth, when Simba learns what it takes to be king. He 
leaves his exile for a frolic in the jungle, but more senous matters 
await him when he returns to his 
home and faces his destiny: a 
showdown with an old enemy. 

Don’t miss it! 


After his barren exile, Simbe relishes the 
lush jungle There he battles poisonous 
spiders and vicious toads 


As e result of ail he leerns on his 
adventures, Simba grows strong 
and wise And hell have to be rf 
he s to survive ^e ngors the jun¬ 
gle has in store for is king 


Mext month, sec how Simba tekes 
his rightful place on the ^rone— 
and sec what he must do in order 
to defend his subjects from old 
and jealous enemies 


m . BAD IBQIijfiLiD FJR . 








































WELCOME TO 
OAJVEER ISLAIMD 


The X-Men tafre on the bad guys ance a- 
gain In the latest Copcom adventure 
“T " . Figfiiting game. the 

tradition af ather 
classics, such as 

^ ^^ I Final Fight, the X- 

^Kittle theb- 

way though a multi- 
f ) ' tude af en&nies in 

- _ order to defeat the 

big bass at fl^ end af each stage and ( 
eventually win the game. Unlike Final 1 
Fight, tills game does not hove a two- ^ 

player made. Cap- t —-- ' - 

cwn has added fla- '■ 

vor by including i 

Street Fighter H-b'ke 

moves for each 

the choract&^ Five , 1 

characters and 

eleven stages giw 

this X-Mcm outing lasting c^peal. 


Not only can Cyclops fight well, he 
can also fire powtTful plasma 

beams from his c^es. These beams 

/ 

can destroy almost anything, mak¬ 
ing him the fighter of choice when 
you need to take out any heavy 
armor. 


Beast's looks are wry dt;ceptivc Htr 
appears to be a large, hulking brute, 
but his greatest sti-ength is his intel¬ 
ligence. He has the ability to hang 
upside down from any platform, 
keeping him out of the reach of his 
enemies. 


Gambit posses.ses the ability to 
charge any object full of energy 
and turn it into a highly explosive 
missile He is a great fighttir to use if 
youneedtohit-sometliingorsome- 
one from a distance. Although it ' 
might not look like much, his Bo Stick is a very powerful 
weapon 


Strong of both mind and body, 

Psylocke is a powerful fighter. Sht; 
can generate a psychic blade to 
inflict her enemies with damage : 
and quickly get them out of die way. 

She IS very athletic and is a great 
character to use if you need to make any diff iculljumps. 


Wolverine^ mam mutant power, in 
comic book form. Is his ability to regen¬ 
erate, although it’s not used in this 
game. His powerful claws more than 
make up for his mtssing healing power, 
though. Wolvei'ine is youi X- Man if the 
mission calls for climbing 
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MORE MUTAIMT MAYHEM 


" The acdnn continues as strong teamwork to defeat the evil 
* the X-Men penetrate deeper into the Apocalypse and save the imprisoned 
island fortress of Gennsha. The closer the mutants. Any of the X-Men can clear any nf 
team gets tn the center nf the island, the the missions, hut here arc a few nf the better 
toueher the enemies become. It will take choices for the missinns that follow. 


t smi 
7 - miocKf 
woiVEffnvE 

^ emon 
J - Wtf» wo 

MVOOTTE MOTHNTS 


It's time to factf the evil Ajiocdlypse, and 
Vltolverine is the m to do it Do your best 
to stoy out of his reach, and hit nim while 
you're jumping 


Use Psylocku m Mission 3 when you face 
the powrful Tusk can use her Nock 
CroeVer move to hit him herd, then bound 
out of harm's way) 


imm 










Working his wav through the sewer systems. 
Beast attempts to find the Cxjntix)! Center of the 
enemy base. Take advantage of his ability to 
hang upside down whenever you can. Avoid 
being damaged by staying out of your enemy’s 
leach, then land on top of him when he’s not * 
looking! There are few life refills in this stage, 
so advance carefully to avoid being damaged. 


Cyclops must intercept and destroy the 
Genoshan army tram-transport to cut the 
supply line. His mission takes him through 
heavily defended swampland, where both 
the terrain and the enemies are fierce. 
Make use of Cyclops’ powerful Eye Beam 
whenever you can—it will most likely save 
your life! 


Wolverine must break into the Sentinel Factory’ 
and eliminate the threat that the mutant-hunting 
Sentinels present Wbrk your way to the top of the 
factory using Wolverine’s ability to climb walls. If 
you encounter enemies while you’re climbing, be 
careful not to lose your gnp. \bu can hurt yourself 
by falling in the wrong place. 
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RPGers, prepare for fun 
with Enix's quirky new 
title. Step into the world 
of Robotrek and watch the 
realities of past, present 
and future blur into a sin¬ 
gle existence on your 
Super NES. 


^1994 Quinrec/Anoent^U 


In addition to the main characters iitroduccd below, Robotrek 
features a quirky crew of humans that includes agood'fin^noth* 
ing m lyor, acrusadii^ reporter and ^^om^ mischivanons kids who 
-- .. _ are alwiys looking 


THE BUDDING INVENTOR 


Hw youu inv ntK th. taro* 

Study who is SMur to Itam 
all ibout his Other's mvon- 
tions Vbu'llnanwh'imatth* 
brginnng of the geme, than > 
you'll set out to see whet^ 
new in the town of Rococo 
and learn ill thet you can 
about robots. 


NAGISA. TRUSTED ASSISTANT 


u.iore'lh' depa ^s 

iforhisk ■gthytrip.he ieaves 
bt4 4nd fis trusted assistant, 
Nif’s: Niigis -offarshelpful 
■dweeand s«v ts thugame 
whwiev-ii isfcid. 


DR. AKIHABARA 


DR. EINST. MAD SCIENTIST 


- ' fheuOctertaVlIVsntar 
nvnywondorfuttring:, 
emomthwnth mieai 
hvenuonMachir .Ha 
■ _ eocour««ihiasontoread 
•J faookseoixitdlsortsDf 
• sjwintinns. 


Once a r ^pectedsc.tnfist. 
Or Enstraw uses his t.ilents 
tocMtamechinesof 
dastruction. He1$ |«daus of 
ottiirsci ntists endhe's vn- 
] detive, too. 
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THE WORLD OF QUINTENIX 


Even if you’ve never tried—or liked—an RPG, youl! hav 
It’s an RPG lighter fare than most^ yet it tins aU of i 

make the genre so engrossing. And 
altliough Robottx'k’s screen text is so rough' 
lytranslatcdfromihejapaat^ethatitmakes ' ^ 

absolutely no sease in placo, it's an engag- fs 

ii^giime«nevertheU^Asitopeas,afamou$ |. ? 

inventor’s son is letiiniiiig tO hishometowa I W 

hoping (o leitni Some of 


b father’s secrets 
and to follow in his lamed footstejis. But the 
tutoring is not to be, fix soon after the boy’s 
arrival the inventor is cjilled away on ui^tmt 
business, leaving Kis son some books to ix^d 
in his absence. The young inventor-to-be 
starts by studying some mantials that 
c*xplain die ^tributes of robots. Using his 
fathers invention machine, the boy begins 
experiments w'lth the robots that will lead 
him to places far beyond any that he hasever 


Or Akitidbara’s complax inventian mainline has 
many uses. The youiy inventor w'llLereate 
amazingthingswithit 


iniagimxi 


(D ROCOCO SOUTH ISLE 

@ FATHER’S HOUSE @ HACKER BASE ENTRANCE 

(5) CAVE MOUSE (D FORTRESS ENT. 

® THE CHICKEN FARM (§) ISLAND A 
(S) THE OLD HOUSE @ ISLAND B 
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This move will warp you to the enemy 
on the same line, and you II slash it 
twice with your Sword 


Using this combination, you'll shoot 
twice then smash into the enemy and 
slash with your Sword 


With this move, your robot will drop 
three bombs in quick succession onto 
a single enemy 


When you use this combo, your robot 
will jump onto the back of an enemy 
and slash It once 


Read the big, red bodk on the table io your house in Rococo to find 
out about Robots, tbeir parameters and their traits. When you’re 
finished, aod when you’ve raised eoougb m<mcy, you can use an 


Once you’ve read about making var« 
ious items, you can use the machine 
to actually construct them, and it 
has a feature that lets you combine 
items to make oew treasures, too. 
You can also use the machine to cre¬ 
ate, maintaio aod program your 
robots.^ 


It costs alot to makeroboti, 
but they're worth it Using 
Invention Machines, you can 
program them nnd maintain 
them, too. >bu'l|.f md them in 
several places. 


Mict Otibvt, 

nn o. 

I 


afaletomakeifyoiirrigt 

As jMMi attmn new levels, j-od earn points that ^ Vpur backpackhord 

«an use to pf^nim yintr robots. YouMl use one 
option to allot the points and another to assign 
!^e«tar comMnation mm es. Thd combo inoyes 
are y ety powerful, so assign several to each robot. 


COMBO ATTACK lON tNEKGY 


Al lot polots. 


Loaer RaiM 


.Eater 


Dalctc 


Allot tiiHbcunts you earn andassign special moves usmg the Program 
foature Tht:.woapoo5 you cquipdotsrmino which special moves you 
paa assigivf xpenmentto see what works bast fereachro^ . 


The Inveotion Machine also lets you 
combine two hems to create something 
new ordifTerent Sometimes the thii^ 
you can make are extremely valuably 
other times, th^re ordinary. Some of 
the items youVe able to m^e can be 
gaioed ooly by combinii^ particular 
thiugs. Experimeot Combioe weapoos 
to raise their levels, and try combining 
other items m sec whatY possible. 

r 


Coabination 
Laser 3 possible 
Quit PCoi^ine 


Even scraps of metal 
can be useful whan 
thay'rt combined 
with other Items. 
Combining Scrap? 
with Laser 2 yields 
Lasers, the most 
powerful Laser you 
can gat 


Coib I ut IM 
LoMr 3 PDBSibiB 
Qolt ►CMbi 


L 0 OttttM: M«tt Itea 
y Qottoo : 4hout ItM 
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you’re greeted Dr. Akihabara. The village has scv> 
ei^ small houses and a large compound where the 
mayor presides over the city government. The doctor 


tant. Before you set out to explore neighboring regions, 
Nagisa gives you a IVanscetver, which you can use to commu* 
nicate with her from almost any place in the m>rld. 


dkihabara: 

Ha ha ha. You’re 
finally auake. You siqit 
for a long tine. 


N^isa tells you to vudt the mayor, who ui< » 

in Jhis office to the north of your bouse. ^ 

Don’t listen to (he boy whoadviscs you to ^ 

take a dog into the ^fke widi you—the jj 

mayor doesn^ like d<^s, a fact Aat you f 
should remember for later in the game. jiH,*' 
The mayor is. concerned, about the 


r* tke Qreatest iorenlor 
io tbe forld 

Dr. Ein>t. rnr seiYicef 


Concerned by the three 
of Hackers, tne mayor 
has enlisted tho help of 
Dr Einst He's also an 
inventor, but he doesn't 
have time to chat with 
young boys about their 
Ideas. 


Before Dr. Ak ihdiaraleav^ town^lie tells you ubout 

die Robot Boede* Rifesi^ tborougbly ^ leurn about 

robots and how 16 use difm^ Tfaero 19 'also 

which you.cao use to ~ — 

oiakc'ysMir first robo^ 

tucked into the back of 

the .book. Use U 16 

marine iv house* ^ 


If you check the ho<dt shelves in th is and other houses, 
you’ll find niaay other books tm vwous subjects. As 
you gain oarpcrience, you’ll raise your level and gsin 
theability to read more complex boedcs* 


Thi9 hook? lt*s hee« lo 
•ur faaiJf for agos. 

Tbe Robot Book. 

I*II leoee ?t for rou. 


lokot* s Par^ter 
ProiirM Paints - 
Hot to elionto Rabat's 
capacitf, sad raiV H. 


EnlxBoy reads 

^ Inventor’s Friend 

You'll be ablu to read tho Robot 1,bub I 24” 

Book right away, but the other 

books will bo too hard to reed w 

until you gam experience. 7 ^ 


Read the Robot Book that Dn 
Akihabara leaves behind to loam 
about robots^ then use the cash 
that you find in the book to make 
VQur first one. 


it is an ally 
ohe can do tbiim 
that hwans ean^t 
do thnseJvos. 


To road Inventor's Friend Level 24, you' II 
hdva to reach Experience Level 24. 


Ihivel up the ro ^d mshortdis- 


taince to show your robot to 
Dr. Akihabara. Yoor meriting 
will quickly turn into a 
showdown with a Hacker 
Commander, and you’ll be 
ible to see how well your new 
inventioD wntk*. 


The Iscber bess seirf te 
tsbe reu w 9 hestsM 
If the le t t w aswn't 
ceencrete. Dnnittf 


Show the Hackers that ysu won't give up 
without a tight, and see now well your 
new robot fares in battle. 


WmBmtkrwtosMh vd * 'ftu mustfinht when th w 

help tfie Hackeru with their try to take you hostage. 


OTHER REQUIRED READING 
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SECRET ENTRANCE 


FREE KOTETSU 


Th«re^ acridis in Rococo! Wheo you return to town afto* showing ol 
your robot, you’ll fiod that scvcr^ children have disappeared. Th^ 
were last seeo playing near the Cuve, so the mayor decides to sendl^. 
Eiost to find them. You’d better follow. 


Dr. Eiost% pla 


o is to blow through the wall with a 
homh, hut he succeeds ooly in causing a cavedn. ^ 

After he blocks the way, gohack outside and look 
for another entrance to the left of the First one. 

Ybu’ll find a large hole with a warning sign near 
it. Don’t heed the warning; instead, jump into the Thb smn warns you to stay 
hole to begin searching the underground maze awDy^mpmtothoholceny 
for the missing children. 


Insido the Cave is a maze filled 
with hermit crabs endgela 


After you combine the Rusty Drill 
with GIcnii, return to the Cave. When 
you edme to the river, step in and let it 
carry you to the leftioto another room. 
Get out of the curreot ruid walk up 
through the door to find the children. 
Wheo you drill an exit io the wall, 
they’ll all run homc^all of them 
except for <^rl,thatis.Hc wantstost^ 
and exp lore just a bit longer. 


Let the current carry you nto the 
next room Vbu'll hear a loud crash 
asenother pit opens. 


When you rcturo to the Cjive to find Carl, you’ll 
enter through the ocw pit and fiod a new area. 
There you’ll meet a person named Kotetsu who 
is beii^ held prisoner the Hackers. You’ll 
have to turn up the heat in the Meta Crab's sauoa 
to blow the door opeo so you can enter and get 
the key you’ll need to free him. 


Civuthekeyto '■ 
Kotetsu so he can 
unlock the ball and 
clwin 


and chain. 


Hastert 


Vau're so stroogr 
I oas Just a crarfisb 
bassins bf. 


After the incideot in the sauoa, the 
Meta Crah is really steamed. He^ 
holding Carl hostage, and the two of 
you have tried his temper. He spits 
out fireballs that become little crabs 
that will claw you if you turn your 
hack. Hang in there and use Cure 
wheo your robots energy runs low. 
Attack the h^ irrah from behind 
whenever po.ssihlc and stay out of 
claw reach. 


All of that overcooking made 
this creb tough, 'ibu'll be able to 

S i through the locked door to 
e left of this room when you 
crack his shell. 
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Nexlfrumoinof jitrangchappcniogs in the (‘ast lure )vuintothcForest of Illusion. 
Deep in the woods you’ll find ao eerie, old house. When you enter the house, you’ll 
be met Iw ^or, an ancient butler, who will show you to your room. Don’t try to 
wander off oo your own^you’ll just be sent bark to your room if you do. 


When Igor goes through the door and down the 
hall, follow^but don’t let him sec you. If he catch' 
es on, itls l»ck to the bedroom for you. When you 
reach bookcases, '• 
pause and read the j 


When you sleep bi the bid i n your room, you’ll 
have art odd dream abouta doll and a mysterious 
stone. Someof the people look vaguely familiar. 


... Ss. >'iHi vant me 
to hillr this stene 
ssaeshare ie the aanslsn? 
Hash? 


Please, use this rsM 
anil iict scM rest. 
Rest os long 
« fo* tike. 


Igui willshuivyji.lod 
^ggusttbat yiiiKlets 
OoasbDsayi. 


Don't Ittlhjui sea yuii follow Whwi 
Ifl’m down thfthallwuvl , •door v 


Mini is being held in a locked room fay a Hacker sob 
dtL'iv Hr might talk toi^^, hut he'srcally jusla 
sraredyot,Go Into the room below and search the 
wall tofipdafaresUter.Flip it onmtdolf several ti|nes. 
When ifae ligfats flicker, the soldiut- wiKgot scared and 
will race out of the room, leavii^ thedoor open and' 
Mipt free.The two of you Can now search ^ Flaton. 


Pipe dovn! Ihen 
ve find vhat ee’re 
lutAing for, ve’ll leave 
Just caln down. 


Youil learn to make Rel^, which lets you talk to animals, by talking lo Flavon. 
He’ll also tell you thatParsley has stolen the key tothc Clock Tower. Go to the 

Invention Machine, make Relay, _ _ _ 

then talk to Parsley in the courtyard. . ^ 

He’ll tell you to lo^ around the well 
to find the key to the Clock Tower, C 


Take a good look 
around this well, loofll 


If «e find Parslep. «e’11 
kno* ehat they’re up to. 


you mttku ondequip a Relay, go to the courtyard 
Ik to Parslm He II tell you to look carefully 
j the well Tnet'sv\diore you'll find the Clock 
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When you attempt to take the stone from the Doll, it will change 
into a huge Butterfly that is capable of replicating itself. It’s a very 
strong enemy that takes a long time to defeat, so you’ll probably 
need several Cure and Rq>air items. %)u have to keep pounding 
.T^-- -/w- .-^1 awayonthemainButterflytogradually 

eat away at its energy. The duplicate 
images it creates are easy to defeat Use a 
programmed attack that hits all three at 
ooce, then, wheo the two false 
Butterflies disappear, cooceotrate 
strong attacks on the true Buttcrfl)^ 


After YOU defeat the two fekes, concentrete on 
the man Butterfly. 


THE MAMURANA BUTTERFLY 


Wh(!n you st^ 
ins7dc the Clock 
Tower, yaull see 
the giant mecha* 
nism thet runs the 
clock 


In some time long since past, Rask designed and built the Clock 
Ibwer. It has several floors and houses the inn^ workings of the 

great clock, which uofortunately 
doesn’t keep accurate time. Ra»k 
was a whimsical designer who also 
made dolls, many of which you’ll Hod 
ioside the tower. The dolls are shape- 
ahifters, though, uiio sometimes hide the souls of 

demons. It is the demons who are interfering with the clocks ability to keep 
time. You must find and destroy them. 


Wheo you eoter this room, you’ll fiod Miot cornered , 
hy a Mouse. If you equip Relay and talk to the Mou.se, 
she’ll tell you that hcnchild is trapped in Mint’s porse. 
Ibll Mint to free the little tyke. Miot will then leavc»lCF-' 
you exit the room and return, the mother Mouse will 
be hack. Talk to her to le'am about a secret doo^ in die ' 
room. FliptheM^llSwitch before leaving. 










t 


s 


littl# one is trapped 
in her bog • Vm so 
upset! Squoak! 


TheMousadobsrft 
have It lafor Mint 

she just wants her 
baby back. Whsvt 
veugetMinflo 
tree the chilct 
Mottief Mouse wilt 
bev^gratpMr 


THE DOLL CHIMES 


THE DREAM DOLL 


The Doll Chimes will 
force you out of the 
room the first time 
you enter. Walk right 
hack in. This time, 
they’ll threaten, to 
heat' you up, but 
before they have a diance to lay a fist on you, the 
mother \fouse will enter the room. The Doll 
Chimes talk tough, hut they’re scared of mice 
and will run out of the room when the Mouse 
enters. Talk to her about the stone. 




7 > 


Finally^ you’ll find the Doll that you saw in your dream earli¬ 
er. In the drean^ Rask sug^est^ hidii^ a spixiid stone in 
the Doll. The ^ne hef was speaking of was, of coume, 
Tetron; Thelietrpn gives thisstnlngc Poll'unusual powers, 
powers that enable it to pedify 
the Hacker, soldier who 
attempts to steal the stone. The 
Doll also has the power tomorph 
ioto .other, more powerful, 
forms, so he sure that you’re 
powered'Up and well-equipped 
before you approach it. 






1 thought fou'd case 
/fre fou lodcing for this 
stow, too? 
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MAN OR MOUSE? 


DO BATTLE THE BIG EYE 


When )vu return to Rococo, you’ll learn that many of the r^iflents have received mvita* 
tions to visit the South Isle. Several people, dreaming of sunny vacations, have alre^y 
d^arted. When you go to your house, Nagisa will tell you that you’ve received an im ita* 
tion, too. Take the boat from the nearfay H^bor to reach the island. 


This Is ?ottr sfioD. If fw 
try ts run. you*II be 
fhrsvn Into tho Koloeoo. 
Just so you knun. 


After you explore the village on South Isle, a guide ■ 
will escort you to the Volcano. Instead of ji^ seeing ; 
thes^ts,though,you’llbecomeahuman$acrifice. 

Inside the mountain is a Hat^rer Factor)^ where you ,; 

become slave labor, along with others from the yil- 

^e who responded to their invitations. To sneak R^o viiieiere hew been 

around inside the factory,nde the conveyor belts and work in the Hacker Factory 

change their directions ^ fli{^ing the wall switches. 


t to Flip the wall switchesandride 
around ori the conveyor baits. 


you’ll SOIMI find that Pr. E’wt: 

Einst is behind this whole tuppns t. p^ie .ho 

mes$. When he finds you 

messing with his plans, he [ 

turns you into, a hiposc. Asa I ' _ 

mouse, you can run diroi^h 

heating dnets and get ihto 


When )vtt get the infrared 
Cobles, youll be able tdsee 
de^ic beams that were pn^ 
vkmsly ipvisiblei and you^ 
bo able to see invinhle ene- 
mieS) tooo They’ll, come in 
handy m many areas of Ae 


After you destroy the Earthquake 
Machine^ the villag^ will offer you the 
treasure in anearl^ Shrine. Dr. Einst is hot 
on your t^ and you’ll have to beat his lat¬ 
est invention, Big Eye, before you’ll be 
able to reap your rewards. 


To find Einst and his aye, you must find the hid^ 
den door behind one of the three stone panels, 
then step on a floor [riate to move part of the 
path into piece. When you finally reach the 
treesure room, Or Bnst will be edminng the 
amazing stone in the statue. When you inter- 
rupt him, he cells in Big Eye, a mechanical mon¬ 
ster with 6 three-way attack. 


But wait—there’s more? There is, in fact, much more to Robotrek. This 
trek will take you to worlds—^nd universes^far beyond the planet of 
Quintinex. Explore it soon on a Super NES near you. 
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*1 fskmdhas 


to Q dfffer^tribe 
ofLemmm^Msu 


'. thet^rk 


Whenthe 


lenmir^gs totoBySbck 


(Aeex/ts.^fKCue 
eachtribo, ^VhavetogiMethemem- 
l}erstfyxM^10tevds,an(lof^tiie 


titore chailenging than the orf^igt, but 


Those lame-tnained T 

Lemmhgs are back in a ne» 
puzzler far the Super 
and tbis t^ they mast 
escgjfeM^ their island 


muscnna 
ofibli 


ineach 


THE ANCIENT LAND 


You can select ihe o\erworld map to view the island 
world of Lemmings 2. All 12 areas ai e shown on the map, 
and you can begin with any of them by selecting it with 
the cursor and pressing the B Button. 


TONS 


TRIEES 


The tribes are as different as the regions they inhabu, so 
the obstacles they’ll face and the skills they’ll ne*ed vary 
greatly. From the polar region in the north to the eastern 
circus area. Lemmings 2 has lots of variety. 


In the Beach level, Lemmings have to When you po outdoors, you can turn 
contend with oversized shovels and someofyour Lemmings into Planters, 

foil! 


pails as well as big umbrellas 


who can make lush foliage grow 


guide dian around^ 
obstacles and avoid 


The Lemmings residing in the Sports In the Egyptian region, the Lemmings 
region have skills suitable for track toi' amid pyramids and other ancient 
and field events, such as archery archeological wonders 




The most advanced of the Lemmings The Circus area isn't all fun and 
reside in the Space region games-it's full of tricky obstacles 
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SELECT THOM AMONG 
49 DIFFERENT SKILLS,' 




There arc lou of skills to learn in 
Lemmings 2. Although you can \isc only 
eight in each area, there is a huge variety 
of possibilities. Usually, there are many 
ways to ov'ercome obstack's, the methods 
you choose will depend on w'hich skills 
you have at your disposal. Often, the 
challenge lies in figuring out how to 
best use the skills available to you 
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*M994K^rnco 

A /%/Etr i/iEW FOR 
ADVEJllTUHE' 

Adventure and RPG fans p _ J 

have been spalled recently 
with great games like 
lllusian af Gaia and Final Fantasy III. In 
all the excitement, thau^, yau may 
have missed Kemca’s Dragon View, 
which has twa unique perspectives. The 
main view looks li^ a side-scrolling 
^me, but your character actually moves 
in Niur directions The other view is an 
open 3-D pk^n reminiscent of Drakkh&i. 
Wkh hmds-on btkties o sinister f^t 
utVokiing in dnema sequeiKes, and 
dues, magic end treasure to be fouttd 
everyiv/iere. Dragon View offers a rich 
world for epk gamers. 


In thn first-person parspectivo of the Outer Wbrld« you seem to 
move freely over the hugf^ islond Towns, builcfings, trees and 
other objects scale smoothly as you epproech or recede. 


ARGOS’ AMBITION 

Wht n beautiful Katarina bids Alex to seek out her 
missing grandfather, it marks the beginning of an epic 
adventure that will turn Alex into the greatest 
swordsman and warrior of his time. Set against our 
young hero is Argo.s, who seeks the power of the 
Underworld and the Prime Orb. When Katarina 
IS kidnapped by 
Argos, Alex sets 
forth to right 
all the wrongs and 
save Kcire Island. 

In the process, he 
will discover the 
mysterious link 
between Katarina, 
his heritage, and 
the ancient Dn^on 
World. At many 
points throughout 
the game you will 
witness cinema 
scenes that tell the 
story, much as they 
do in Final Fantasy 
III where the story 
just takes over. Alex Ls 
wiuiess to some ev^ents, but other scenes cut away from the 
present action to show Argos and other characters plotung 
evil deeds. The story follows a femiliar ime, but die anima¬ 
tion of the story-telbi^ sequences adds to the exatement 
Interestingly, much of the text is vn-itten m the second p<T- 
son, telling you what vou see and feel 



in gnur ^ 
you d sh tho 

dmsmrt4t strmmtf am. erg 
out « cli'II ingo. 


Animated cinema scenes revea< much of the 
Dragon View story Sometimes, important 
clues are revealeo automatically 




Regional maps show 
details like roads, 
towns and dungeons 
TheOverworlcfmap 
of Ke:re shows your 
location on the island 
and the regional maps 
that you have col¬ 
lected 



Town ereas include shops for pur¬ 
chasing Items and weapons, people 
who may have ciues, and a temple 
where you can save the game and 
heal Alex 



V^hen you step inside a building, you 
mey find helpful people or Items In 
this case, the monks offer advice, 
heaimg and the Save Game option 
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Dungeons contain boss or guardian enemies with 
longlife Meters While the battle rages, 
remember you'' items, such as Heal Potion, 
which may give you the edge 


Dungeon areas may be vast mazes or a single 
room %u II battle the fiercest monsters in such 
places, but you will also find puzzles, booby* 
traps and treasures 


Keep in mind that you can move in 
three dimensions One useful tactic is 
to jump behind enemies and to attack 
from the rear 


Items and weapons may be used with the A 
or Y Buttons As in Zelaa games, your strate* 
gy of weapon and item choice may determina 
your fate 


Weapons can be powered*up to higher levels 
if you find hidden Power-Up locations, liketha 
one shown here in the Fire Cave 


AN ACTION PAK 

From hunting monsters in die open 
for Jade and Experience Points to 
exploring dungeons filled with puz¬ 
zles and tiaps, Alt x must be r<?ad\ to 
fight at every step. Play control is 
good and the ability to jump means 
diat you can iiiov^e ui all three dimen* 
sions whiles fighting. You can also 
select different weapons, like the 
spinnii^ Hau/a blade or the Bow 
and Arrow, once you’ve collected 
them. Although moNcment is not 
quite as free as in Zelda games, it gives 
)'ou the same feeling of involvement 


Enemies in the Overworldare 
surrounded by their vile. 
Underworld mists 


Battle the monsters to gam 
Jade (money) and Experience 
before tackling the bad boys of 
the dungeons 


When you close in on the mon¬ 
ster Its mist surrounds you for 
the duration of the battle 



Before heading off to the Fire 
Cave, heed the words of Damme 
and siwk out the stone with the 
secrets of the sword written on it. 

Cross Galys Pass and head south¬ 
east. Within agiant stump in abog 
is the stone. The awesome power 
you’ll learn there can defeat many 
enemies with a single shot, hut 
you’ll lose a portion of Life 
Energy. You’ll further increase 

your power in the Fire Cave by ThamonstersinthitaruagivEivouiotsot 
defeating the Fire Genies. Experience Points, 'ku can gam several levels. 


Ilia sword power is found m a holtow stump in 
the north end of valley beyond Galys Pass. 


T In the Rre Cave room with the large f lam- 
K ing pit, you'll notice that your Dragon 
Jl Scales nave no affect. The secret is to 
V step into the fire and drop down to ^ 

^ next level. After dousing tha flames here, 
J return to the uppar level to proceed. 
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SIEEPIESS IN COTHAIVI 


B tmah Rob&i vttMiVlbK 
.ny wiaks onc» pliyeri pluy in 
Kon?ini’? m.w one^Iayer arnon title, 
The Adv :nturc8 of Butmun Sc Robia 
The peatest vU'ains of the comic book 
world have conspired to keep the 
Dyn mic Duo sfMintingfrom one hot 
spot to -mother through ci^t Web of 
frensit-d action and p irpU^xing puz* 
zlc.». With Robin’s :■ 4sisr jnte in some 
k-vi'l'i.Bjim.iii must maks* usc'<^ hbixii 


Hiemntiier, iworace,anaocarecrow. 
li% Baintan’s most rxcitiiw challcngt^ 

Gft ^Tt 7 C h ^'^Lkah nmt I 


Hnimsicea ana tne piay control 
wiUkeepyoucuiDlngbarkfitrmore. | 




DC Comics TM & u 1994 
1994 IConomi 








The tfirowing stars com« in 
bunches of nine After nine 
tosses, you'll have to refill 
your supply Use them to 
inflict extra derneqa on regu' 
ler enemies end erch^vilfuns 


The BeLireng is e tool diet 
Batmen never leaves behind. 
You can dirow it e$ often as is 
needed The long-range attack 
gives Batmen die edge ngomst 
many of his arch-enemies. 


Batmen carries five Smoko 
Bombs in his bolt Toss diem 
at enemies to incapaciuite 
^amfortiva sacoi^s After 
diet, die/ll got beck up end 
attack again. 


Somebmus die lights go out 
while Batman pursues his 
crooked quarry That's when 
tha Flashlight proves invalu¬ 
able Ifyou leave It back at 
the Batcevu, you'll soon be in 
die dark. 


Who knows what riddles 
may be solved wnth these 
amazing goggles? When you 
put diem on, you cm sea 
through false fronts end dis¬ 
guised passageways. 


Scarecrow has brewed a tox¬ 
ic concoction to poison the 
professors of Godiem U With 
the Gas Mask protecting him, 
Batmon can breatho easy. 


Tha sleuping gas in the Spray 
Gun knocks out people at 
close range IThe Smoke 
Bombs ere thrown much tar¬ 
dier.) Certain enemies won't 
take damage, so put them to 
sleep msteed 


fhese littlu grenedes explode 
onimpectwhendirown They 
can damage enemies, butdioir 
primery uso is for blasting 
holes m wells. If you find your¬ 
self m a dvad and, blow it up. 


BHimaii was the first superhero 
to rely on science and technolo- J TA 
gy lo combat the maniacal 
genius of his fo( s. In f aetj^ 1 
Batman is just an oi binary guy 
with tons of cash to spend on ter¬ 
rific toys, as Nicholson once put 
It. The tools and weapons shown 
here can be carrif d in your 
Baibelt at all limes, but only cer: 
tain items are necessai y m each 
stage. Only the driving stage. 
Trouble In Transit, requires 
none of these toys. (Instead, 
you’ll cruise in the Batmobilc.) 
Once an item has been added to 
the Batbelt, you can find it by 
scrolling through the list of 
tools. Since it can take time to 
scroll through all eight items, 
you can choose to leave some 
behind. Some of the iitms, like 
the- Plastic Explosives, must be 
refilled Oihci items, like a key 
card, are found during- play. 


ME 


6H 


voi 


#«Ci!APPLiNC cym 


The most useful (and 
the most often 
used) of 
Batman’s 
wondc! f ul 
tools is the 
Grappling 
Gun. Thi.s device 
til cs a gj appiiiig honk and rope 
sii aiglu up oi at a 4.'5’angle. If it hits a 
wall, ceiling or other solid surface, it will 
sink inandBalman can use it to climb up 
or to swing along the arc that it forms 
You'll find that it can get you out of 
impossible situations 


















^SIMDSED to deat 


But senousEy, folks, Batman will have to 
use the Grappling Gun to avoid being 
crushed by gianl blocks and to swing 
claarof beds of spikes When Joker dolls 
heckle Batman with hot lead, duckand 
waiiforabreaktoclosein ThegiantToy 
Soldier has a weakness in the head Run 
up the toy nfle to attack him 


Tlic last laugh may be on Baunan unless he taki-s 
care in this fiendish carnival ride of a stage 
When the plea for help comes in, Batman rushes 
to Gotham City’s amusement park where the 
Joker has threatened to take the lodsf or a nde As 
Batman inns through the streets, he will meet 
and greet thugs—some iinanned, some Avith pis¬ 
tols. while othei-s pack assault weapons. Get used 
to diese guys because you’ll keep running into 
tlieni throughout the game. At the end of the 
sti^e vouTl find yourself on adesper- 
ate roller coa.ster ride chasing down 
then facing down thejoker and his 
latching gas grenades. 


The firsi area poses little threat to 
Batman Just duck out of the way 
of pistol fire and jump kick the rrfle 
guys You wontneed any special 
toolstocleartfiis area 



Green Ivy may have a gi-een 
di limb, brut she’ll fingcTany- 
one who touches her plants. 
Batman must save the parks 
ol Gotham Oty by tracking 
her down through a forest 
Ivy has taken steps to insure 
that Batman fails. Her green 
team IS lying m wait along a 
booby-trapped course. 


The wooden head of die toy 
soldier in the Fun House 
can’t take Batman’s pum- 
mcling Run up the slanted 
barrel of the toy rifle and 
jump up to hit die soldier in 
the nose. You might take 
some damage, but you’ll 
take more damage if you 
fall back to the floor. 
Batman won’t need to use 
any special items here, 
either Jump beks arc accu¬ 
rate and eff ectivc. 


Wmm 






NO GREEN PEACE ^ Ma* om 


Green Ivv will pm Batman widi hi i jio 
attack if he doesn't duck out of the way. You 
won’t ha\-e a gas, like you did earlier in the 
level Instead, ti y plucking this peiilous 
weed from a distance with vonr Batarang 
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When the guys packing rifles show up. lump toward 
them and kick Their shots will pass benea^ Batman 


Be sure to pick up the Heart from in front of the 
garaga after you ve beaten tiic enemies in that aria 


Once Batman leaps aboard the i oiler coaster, it’s a one-way trip. You’ll have to 
watch out for the Jokei’s floating gi-enades, then hit them back when he stai ts 
tossing them at you in the head-on perspective 


Whenthegrinadustirttiimr descent 
toward Batmin. hittiimn back lithe Joker 
Ycur timing must be grecise, and you can t 
allow Batmen to take tto many hits 


The bust position to lake on the coastir is between tht first and second cars If Batman squats down hen, hi II 
only havi to fend off thi low thrown granades 


When the exclamation mark 
appears, it’s a sign for Batman to 
jump to the joker's roller coaster 
Uain. Wait for the closest approach, 
tlicnjunip. Witen v on and thejoker 
ai e face to face, f ighi hun with low 
kicks while avoiding the occasional 
grenades. Most important of all, 
don’tjump.Youdon’twantto > 
get knocked off. / 


fr oly Spores, Batman! That pod is 
Green Ivy’s precious pet Thi.s litdepod 
of horroi s attacks the Blue Knight 
with a long, suiting root. You’ll liave 
to duck the root and wait for the pod to 
open. Hit It with the Batarar^. When it 
goes nuts, move to the far right, dodge 
the stars, then move m to throw the 
Batarang. At times,Ivy gets into die??! 

rns. 


bysbootmgtho 
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I]li® Of 

Before pounding the Penguin, hut aftci using 
the foul digit code, which changes each time 
you go to rescue the curatoi, you’ll have to van¬ 
dalize the vulture Wait until the bird is at arm’s 
length, then punch it m the beak. 


Fowl fiends have flocked to the Gotham Museum 
to steal a priceless work of ai t Robin directs 
Batman's rescue of 
four guards then 
helps him fmd the 
cui ator and the 
Penguin. He also 
provides the Kev 
Card that lets you 
mtoall the rooms. 


When the vulture is si srms length, punch it in the beaLSeveral 
hits will cook this goose 


When it comes to this Perkin, he’s 
a tougher bird than he looks. 
Dodge the chof^’s shots and wait 
for die P< ngtun to land on tlie roof 
after his little flight via umbrella 
Get in as many hits as possible when 
the Penguin is dowa You’ll have to 
repeat the process over and over 
Your biggest problem will be stay¬ 
ing clear of all the bullets. 


HE cimiE Cat 


WhenCiatwoman piowls the high places 
of tlic city. Batman pursues her to the end. 
The graphics are stunning in this level, 
but the play isn’t as hard as some of the 
other stages. Aftci climbing to the tower 
top.s. Batman and Catwoman tussle in an 
elevator. He then chases her and they 
plummet into the city canyon. If you snag 
a pole v\ ith the Grapplir^ Gun, you’ll go 
on to fight Catw^oman in a back ^cv. 


r 

r 




Catwoman won’t give up easily, but theie’s an easy 
method to beat her. Use the Batarang to stun her 
momentarily, then jump in and hit her. Immediately 
jump back out of i angc of he'r whip. Repeat the pro¬ 
cess until she purrs for mercy Now you can present 
hei- with Isis, her pet kitten 
























With only 65 sec onds to na\'^ie these aty 
blocks you won’t have much time to admire 
the view. Memonze the route as n’OU see it on 
the* map left, right, left, right, left, right ICs 
even moi e impoi tant to know the lci^;ths of 
theblocks..' ‘ 


TROUBLE 1I\1 IRAWSII 


Two Face and his gar^ of hoods have made a heist at Gotham 
City Bank Now Batman must track them down m the Batmobilc. 
You’re the designated driver m this overhead-view stage that 
begins in the grid of Gotham’s downtown streets and wmds up 
on the higji speed highways heading out of town. Innocent dri¬ 
vers can get hurt if diey’re not careful. You must drive fast and 
skillfully if you hope to catch this thief. 


Use the Power Slide bv pushing the Ixft or Right Buttons to keep 
up your .spe<;d through the turns. When you’re near aninterseo 
,.Uon, stait your Power Slide from close to the middle lane If you 
touch the curb, you.’U lose speed. 


^ PtRCHANCt lO SCREAM 


Old Pumpkin Ht'ad danc«on the Op ot die- plant^5 wing no matter how wildly it pitch¬ 
es and tills. You must do the same. Once again, the Bataiang can stun your fo<, giving 
BauiTsin a diancc to leap in and gecahit, then jump back out of attack range. 


Scarecrow never amounted to 
much At school, but in liis own ,wist- 
ed way he was a genius Now, hr has 
mvented a tacic gas to pay back the 
brims at Gotham State Umversity. 
Make sure Batman brings the Gas 
Mask alc^g for this little frat |>arty. 
Once you reach the roof. Ro^in— 
piloting the Bacplane—lakes you to 

Scarecrow’s 
command 
blimp l*s<* the 
G 1 a p p 1 i n g 
Gun lo swmg 
along thtr bot¬ 
tom. 















The next 60 second section of pursuit 
' takes you on an expressway filled with 
^ other cars. Although the turns are 
, more gradual here, you’ll still want to 
use the Power Slide in order to keep up 
your speed. Dodge the cars in this section 
rather than shooting them. Two Face Is 
just ahead. ■ 


In the first riddle, a si n ri B W hne isn't as 
short as you might think. The second rid¬ 
dle requires a musical key with no 
sharps To sofvethe trial itddle, you’ll 
have to use your bran Aiteiwards, use 
the wails to jump overlhe Minotaur so 
you can hit hun from bahod. 


WTien the Riddler kidnaps Police Commissioner 
Goi don and his daughter, ^bara, in a virtual reality 
game. The Maze of the Minotaur,Batmanclevei ly down¬ 
loads himself into a virtual nightmare. 'Ihere he is beset 
by numerous liddles, secret warps .ind hidden passages. 
The Plastic 
Explosives 
are essential 
blowing 

down false t*, 

fronts. You’ll 
have to 
gel used to 
new 
pel- 

s p e c 11 V e 
whenever 

4 

youturncor- 


Suddenly, Batman falls to a giant chess board. 
Clearly, the Riddler thinks Batman is just a 
pawn. When the Riddler appears m the sky* 
get ready for the ultimate test The chessboard 
ahead will shatter with your step while the 
Riddler 
at 

you with a M 
laser. Keep 
moving. 


Finally, Two Face and hb niiob 
ippear in die. r or iht adit’s 
timv to put the BatmobiliH gtjns 
into action. While TVvo Fate cUi- 
ws all over ih ' plac., you jni«t 
stay on his nuL ]f you ga out|in 
fnm^ touTI bccoiEie ^ MrteL 
Slow down if Tik car gets loo 
dos^. '^u can always catch Up 
latx 



































THE CAUNTIET 


• -1 


III Godiain City, iheie’s no such thing as a permanent sentence. 
Even though !^tman and Robin have put these masterminds 
behind bars eai'lier in the game, tliey have escapied to torment 
him one more time.LiThe Gauntlet,yoiiraiistbattlethearchTil- 
latns and other fiends, one after anotht r, and tficir attacks have 
changed for the worse. Will Batman survive this perilous parade 
or will the Batsignal be silenced fort'ver^ 
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What can we say that hasn’t 
already been said about this 
game?! Donkey Kong has been 
resurrected from obscurity and 
he^ changed the £ice of the 
video game industry forever. On 
the eve of the so-called Super 
System Revolution, Donkey 
Itong Country has proven that 
the 16-bit market is still evolving 
and is far from r eady to roll over. 
DK Country is the first fully ren¬ 


dered 16-bit game. Every single 
character and item in the game 
has been created with the ACM 
technique for an cxating new 
look that we can expect to see 
more of in the future! The look 
and feel of Donkey Kong 
Country has raised the standard 
of video games forever. Long 
gone are the days that a game 
with substandard graphics will 
be accepted by game players. 


fane 
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Mortal Kombat II was a grttat fighting game with 
good graphics and play control, but it also marks a 
change in Nintendo’s approach towards the video 
game market When the original Mortal Kombat was 
released, there was an outcry of censorship! With 
Mortal Kombat II, Nintendo let the public make its 
own decision as to whether or not the violence was 
their cup of tea- Not only docs Mortal Kombat II have 
all of the moves of the arcade hit, but it also has great 
graphics and play control! 



NBA Jam was a 
great arcade 
game that suc¬ 
cessfully made 
it to the SuptT 
NES without 
losing its appeal NBAJam is a sports game that 
appeals to a players that may not typically care for 
sports games. Sports fans enjoy playing as their 
favorite pro basketball player, while gamtTs enjoy the 
speed and flow of the game. Codes became an inte¬ 
gral part of the game for the first time with NBAJam. 
While this is a great game on its own, the codes and 
the character that they ad to the game place NBAJam 
above all other sports games in I&94. 


Super Metroid is Samus’s third adventure, but the 
first to appear on the Super NES. The added power of 
the Super NES helped drive this game to dimensions 
that the first two Metroid games could never even 
dream of reachir^. Game play and storyline arc 
where Super Metroid has gained its place on this years 
top games list Super Metroid is a hybrid blend of 
action and adventure that drives you to play it over 
and over. When Samus and the Mother Brain collide, 
you know that there is goii^ to be trouble! 




sy 



Altliough Final 
Fantasy III 
arrived late in 
1994, it still has 
made a big 
impact on play¬ 
ers. Square Soft’s second Final Fantasy game on the 
Super NES, this game took all of the great features 
of Final Fantasy II and improved them. FF III is an 
epic adventure to the fullest extent There arc a 
wide vanety of characters for players to choose 
from and there are many different paths to take 
throughout the game FT III has set a standard that 
will be difficult for other RolePlayir^ Games to 
match. 
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Shiny Entertainment wriggled out of the pack this 
year and presented us with a well deserved hit 
game. Earth worm Jim introduces us to a fresh and 
entertaining character, and leads him through a 
series of hilarious adventures. Shiny enlistc^d the 
skills of a truckload of cartoon animators and let 
them loose in the video game world. The after- 
math is an incredible game that plays liks^ a car¬ 
toon. Tongue-in-cheek humor ls laced throughout 
this pak, making it a great gaming experience. 


Capcom took its famed NES hero and 
rc vampc*d him for the Super NES, 
resulting in a great transition for Mc-ga 
Maa ThegraphicsintheMegaMan 
series have always been a step above 
most of the other games on the market, 
so It is only natural that Mega Man X 
would look good, but it plays like a win¬ 
ner as well! Other notable classics that 
made the successful move to Super NES 
this year include Super Punch-Out!! 
The blue bomber just got there first 


Although this game hasjusi i eccntly been 
released, we included it because of the incredible 
graphics Uniracers is the second game to use the 
ACM rendermg technique that makes Donkey 
Kong Country look so good. This also allows the 
game to move at speeds ne%er before seen in a 
Super NES game. A.strong two-player game, 
Uniracers incorporates the racing acuon that 
made Super Mario Kart a classic This is a game 
that must be played to be appreciated! 


We pondered over this choice for a 
while before we could make a decision. 
Some players would argue that Teemo 
Baseball has more realistic graphics 
than Ken Griffey Jr. Presents MLB, 
but we decided that a baseball game 
needs more than just realistic graphics. 

The play ccntrol is well balanced and 
easy to understand while the team edit 
feature and the full season mode make 

this game a favorite. 


\ 


S 
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Super Street Fighter II is the game that Street 
Fighter II Turbo should have been. It is the best 
of all the Street Fighter II games, but it isn't as 
different a game as players would have liked. 
The play control and graphics have improved 
from tht: original game, and the new characters 
and scoring systems add depth. If you already 
have one of the otherStreet Fighter II games, 
then you might be disappointed with this one, 
but if you're new to the fighting gamt; format 
this is the one toget! 
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Donkey IKong 
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Donkey Kong^ latest Game Boy release also 
hit the top of the charts this year. The release 
of the Super Game Boy changed the way we 
look at Game Boy games forever, so it would 
only make sense that the first Super Game 
Boy Enhanced game would make its mark. 

If you liked the classic arcade Donkey Kong, 
then you won’t want to nuss this latest rendi¬ 
tion, with nearly one hundred kong climb¬ 
ing levels. 


When Super Mario Land 2 —6 Golden Coins 
hit the market, it shot straight to the top of 
the charts. Not only was this great game liig- 
ger than the original, but it introduced play¬ 
ers to Mano’s arch-enemy, Wano! Wario and 
all of his evil tricks became so popular, it was- 
decided that he should star in his own adven¬ 
ture. Wario Land: Super Mario Land 3 com¬ 
bines all of the gaming elements that made 
Mario games popular, with the fun of being 
bad. 'Vfou can’t miss with a plot like that! 



Mega Man's latest Game Boy adventure fol¬ 
lows the same basic storyline as the rest of his 
adventures, but pits him gainst a whole new 
battery of robo-enemics. Mega Man V is also 
the first of Mega Man’s adventures to take 
advantage of the Super Game Boy. While the 
game is great fun when you’re playing on the 
Game Boy, it is a nice bonus to play the game 
on your television when you’re at home. The 
color and border help improve an already 
great game! 



When you tcam-np Wario with 
Bomberman, you get one explosive game! 
Wario Blast is one of die first multi-play- 
er Siipei Game Boy games, and it’s defi¬ 
nitely the first to use a multi-player 
adapter! The one-player game is involving 
and fun, but the real fun comes into play 
when you can get several friends together 
and start blasting each other to bits. 






It was the second biggest Super NES game, 
sou figures that it would do well as a Game 
Boy game! Compared to the original Game 
Boy Mortal Kombat, Mortal Kombat II is 
gix’atly improved. It is easier to control, the 
graphics are much easier to see, and the 
fatalities have been left intact! If you’re 
looking for a fighting game that you can 
take anywhere, then MKII is the game for 
you. 
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- This yc*ar promises more 

—--- 

ihang^in the video game 
world than ever before. 
Donkey Kor>g C ount 

ir-" 

proved that the Super NES is 
. still the home of the world’s 


best games—a position it 
Will hold until next fall when 


6^ 

f Wll 

I 
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the Nintendo Ultra 64 


ar ri vc^ This spring, it will be 
' Game Boy's turn torcKeive 
the same software sjper- 
r chargt when Donkey Kong 


Land detyts. You can also _ 
hold your for Kir^ 

2—a Super Game Boy action 
feast. The megabits will con- 
tiriue to roll on t he Super 
NES, a s we ll. Ac clai m’s NBA 
Jam Tournament could be as 
much of a phenomenon as 
Mortal Kom bat 11. Square’s 
Secret of Everm ore mo ves 
adventures into a new 


dimension of de pth and 
intrigue while Commanche 
storms onto the scene with 


V. 


innovative 3>D graphics. 
Kyle Petty Racing from 
Williams promises some of 
the best graphics ever and 


Electro Brain's Dirt Tra* FX 
proves that you don't need 
expensive addsin systems to 
produce great, higivtcch 

♦ ^ lAr 

games. 


^bnkey Kong is returning sooner 
than you might think. This tune 
heand Diddy will perform in 
their ACM (Advanced Computer 
Modelling) roles for a Super 
Game Boy audience. 

Rarebt^an working on Uiisgame 
back in the early Donkey Kong 
Country st^es, but ilevelopinent 
slowed last fall as DKC was finish* 
ing up Wetook our first look 
bef we the Supn* Game Boy paletti 
was added, but eren then it was 
obviousthatthema^of rend) 
animation knew imboonds. 
amazii^ as the grqihics of^ 

Country areon the! 
smooth, S-D animal ioii 6f Donkey 


5ll*EKront'itCLLS 






NINTENDO 


Kong Land on 
cither Game Bov 
or Super Game 
Boy IS even more 
astoundii^.The 
techniques that 
Rare used are the 
same for both 
games, but the 
' games themselves 
are very different The Game Boy 
version isn't just a four-color 
remakcofDK Country. In Donkey 
Koi^ Land, DK has new f nends 
and enemies, and all the k'vels are 
completely different As for the 
small color palette, you may wonder 
how Rare was able to create 
the sort of 3-D characters seen 
in DK Country. They had to 
select colors carefully so that 
the characters would not get 
lost in the backgrounds. Tliey 
also simplified the back¬ 
grounds so that the amazir^ly 


detaile“d characters of DK and 
the other inhabitants of this 
new world would stand out And 
the four mega-bit game will 
ulumatel)' havealwutas many 
or more levels as Donkey Kor^ 
Country, includii^ lots of hid¬ 
den bonus areas. 

'ITiis is possible. 


even at the lower memory size, 
because the four colors it uses 
don't take up nearly as much 
memorv as the hundreds of 
colors used in DKC screens. 
The new characters include 
flying pigs, a mole, a ram, and 
tornados that you can hop 
onto and ride Familiar charac¬ 
ters include bees and 
Kremlings. Although some of 
the areas are new, like the 
underwater temple, others are 
similar to ones m _ 

DK Country, 
indudmg the ' * ' 
caves and rhe 


^ ^ snow,jungle and 

forest levels. The 
story is still being developed as we 
go to pi'ess, but next month we 
should have more on il In the 
meantime, check out the rendered 
ai t models for the game This is die 
actual artwork that was usedm 
reduced palette form for Donkey 
Kong Land Will wonders 
nevercease? 

VOLUME 68 
















8 SUPER POWER CLUB 


and cannon fire. The chopper 
handles beautifully, allowing 
the pilot to race over and 
through the war- blasted 
canyons, hills, and deserts of 
the game. Onboard computers 
assist you in targeting enemies 
while radar warns you of 
incoming ordinance and 
reveals the location of ene¬ 
my choppers, convoys, 
ships, bunkers, tanks and 
other lai^eis. The version we test 
flew had most of the flight features 
and five missions, but even at tins 
early stage it was the most imprcs- 


The 3-D environ¬ 
ments through 
which you fly your 
Commanche attack 
helicopter, at 20 
frames per second 
on its 30 missions, are 
exceptionally realis¬ 
tic Equally realistic 
are theenemies lined 
up to fire on you. In 
turn, you can 
unleash a wicked 
arsenal of missiles 


sivecombat sim we’ve 
ever seen for a video 
game system. Even 
more amazing than 
the mission play are 
the two-player modes 
allowing you to battle 
an opponent in a split 
screen that is nearly 
as detailed as the full 
screen. As for 
Commanche surpris¬ 
es. expect some big 
ones to be an¬ 
nounced in Nintendo 
Power very soon. 


From the battle- 
scarred monitors of 
PC war sim gamers to 
your Super NES, an all 
new version of the 
award-winning 
Commanche is wing¬ 
ing its way for a late 
spring release* 
Programmed by Nova 
Logic, the Super NES 
Commanche, which is still 
unnamed at this stage, fea¬ 
tures 3-D VOXL gr^hics 
made possible by the new 
Super FX chip. 
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What video game hero has the 
most inflated sense of himself? 
Kirby, of course. Kirby is scheduled 
to return this summer to 
the Game Boy, scene 
where he got his start. 

Kirby 2 is being designed |y 

for the Super Game Boy, 
and it makes full use of the \ 
color and audio capabili- ^4 

ties of that system. Wg 


As you can see in the shots | 

taken from an early ver- I 

sion of the game, Kirby 2 \ 

follows the action adven- ’ 

ture pattern of Kirby's 
Adventure for theNES. The 
biggest new feature is the mclusion 
of l6rby's friends, Rick the squirrel 
Kine the f ish and Gao the owl (As 
with all games in develop- ^ 

ment, the names may ^ J 

change.) When Kirby \ 

joins up with his animal \ _ 

pals,heisgivenspeaalabil-\ Oi 
ities. He has new attacks 
andthe abilitytoflyand 
swim. His new fnends also ' 

give him added protection, 
Thegamehastonsofhidden 
secrets and areasjjust like 
Kirby's Adventure did Kirby 
himself continues to huff and 1C 
puff.blowinghimselfupbal- 
loon-fashion in order to float and 
spitting out enemies to defend him¬ 
self. Kirby's huf fir^and puffing 
conux)Ls m the version we playt“d 


were excellent, and the 
game felt fimshed even though it 
was only about 70% complete. The 
Kirby action should bt^n m May or 
June. Well keep you posted 


SAME MX 
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that lets you hold on to your records. There's even a 
practice mode for learning all the moves. Since t;ach 
player in the game has been ranked on a scale of 0 to 9 in 
eight skill and strength categories, there's a lot of varia¬ 
tion between players. But die real thrill of NBAJam 
remains the same—great multi-player action with awe¬ 
some slam dunks. The animation, sound and play con¬ 
trol are all as good or better than in the original game. 
For fans of NBAJam who have been waiting for the 
definitive edition, this is it. Acclaim should have this one 
out on thi streets by early spring. 


The NBA Jam sea¬ 
son has gone into 
overtime with this 
Super NES ver¬ 
sion of the 
Tournament 
Edition. Last year 
we reported that 
NBA Jam was des¬ 
tined to become 
one of the hottest 
hits of the year. Tt 
looks like NBA 
Jam Tournament 
Edition, based on 
the Williams 
arcade game, may 
do just as well. 

The action pits one, two, three or four players 
against the computer or each other. You'll need 
a multi-player adapter tojam with four players. 
All that hasn't changed. What's new’ The biggest 
change is that the tiram rosters are bigger, allow¬ 
ing you to choose your hottest stars or put 
together a duoof players that rocks. You can 
substitute players, as well, which is important 
because your guys can now sustain injui ies dur¬ 
ing particularly heavy impacts. Another nice 
addition is the: new battei y backed-up memor y 


dKof ,2^ Ve60|IO« 

iTXfie* 

HOT SPOTSX bn* 
polienup ZCOH5X on 
insztz HOlXF •• 


dptToffs 
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Tentatively titkdThe Secret of 
Evermore, this game utilizes the 
Secret of Mana game engine, 
but the story, artwork and goals 
are all homegrown. The devel¬ 
opment center at Square's 
Redmond office has been work¬ 
ing on the game for over a year 
at this writing and will have put 
in more than 18 months by the 
time of its completion. 

Their efforts look temfic, from 
the SGI rendered boss charaaers 
to the open architecture of the 
design. In this game your teen 
hero and his dog explore the 
nightmare world of Evermore 
and seek to restore its balance. 
The 21-megabit game features 
the item wheels from Secret of 
Mana, Mode 7 secdons, a battery- 
backed memory and a stcryhne 
ihat includes references to popu¬ 
lar movies. The hero's dog trans- 


1995 will be the year that Square 
Soft brings its unique talents for 
developing classic adventure 
games to the American scene. 
Square's first American 
designed and programmed 
adventure is due to be released 
early this summer. 


forms uito helpful forms as you 
pass through prehistoricjungles 
a volcano, ancient temples, a 
future aty and other areas. 
Other innovations include 
CmemaText, a trademarked 


abihty to summon defeated ene¬ 
mies to help you in battle, and 
multiple soludons to puzzles. 
With all these goodies, The 
Secret of E%'ermorc could well 
become one of the hugest 


1 
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At last summer's CES we saw a 
demonstration project from 

Tradewest (now Williams) that WILLIAMS 

looked almost too good to be true. / 

That same Brickyard NASCAR rac¬ 
ing game has become one of the 


including the groove of 
each track. The com¬ 
puter modt 1 takes track 
conditions into account 
to help create a real 
NASCAR feeling. 
Those track conditions 
include dramatic 3-D 
banking and surface 
conditions Unlike many racing 
games, No Fear is designed to keep 
you in the pack where strategic 
driving wins the day. If the 28 
tracks aren't c;nough to keep you 
busy, there is also a custom track 
building option, which may be tlic 


coolest feature of an otherwise 
awesome new racing title. We are 
all going to have to wait until the 
early summer to lay our hands on 
this one, but it will be worth the 
wait 


holiest Super NES 
items of '95 for 
Williams, especially 
with the No Fear/Kyle 
Petty license to back 
it. We talked to the 
development crew at 
Williams to get the 
scoop. 


Here's what they're saymg. 

First off, the game looks 
awesome because it’s 
being developed on 
Silicon Graphics worksta¬ 
tions in much the same 
way that Donkey Kong 
Countrv was created. 'The 
resulting 3-D view 
includes detailed animation 
eviTywhtreyou look, from the 
cars to the pits to the background 
areas, and all of that adds to the 
feeling of incredible speed. 
Michael Abbot, who worked on 
the music and 
other aspects 
of the game, 
takes pnde in 
pointing out 
the varied 
sound of this 
24 megabit 
game, includ¬ 
ing a digitized 
voice-over 


announcer, 

pit crews who tell you what's going 
on, revving engines and 13 rock 
song tracks. That variety sounds 
great, but the variety of 28 tracks is 
even greater. Kyle Petty helped 
tile team by pointing out some of 
the intneasies of NASC.\R racing. 
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Electro Brain con- 
tinues to grow as 
one of the third- 
party licensees 
willing to take 
exciting risks in 
game develop¬ 
ment. In 1995, 
one of those 
games will be 
Dirt Trax FX, a 
polygon environ¬ 
ment, Super FX 
game featuring 
dirt bike racing. 
The 3-D anima¬ 
tion that made 
Stunt Race FX one 
of the best racing 
games of '94 is 
being used by the 
developers at 
Sculptured 
Software. 


One of the radical differences 
between Dirt Trax and Stunt Race 
IS the use of 
sprite characters 
for the bikes and 
riders rather 
than polygon 
vehicks. 

Graphically, it 
looks great, and 
the speed of the 
new Super FX 
chip helps by 
redrawing the 3- 
D tracks with 
realistic speed 
Also keep in 
mind that Dirt Trax uses the full 
Super NES palette of 256 screen 
colors at a time for a richer look 
than any previous Super FX game. 
On the racing side, the game fea¬ 
tures one- or two- playtr modes. 


{ 


expect to put the finishing touches 
on this one until the spring. Don't 
expect it on the shelf before 
August. 


Tlie split screen view can 
also be used in tlie one- 
player game, with the 
extra screen showing 
side or rear views. There 
are eight opposing char¬ 


acters, each with his own racii^ 
style, and in the Hit And Run 
Mode you may f md th t m slam¬ 
ming into you. A special Party 
Mode allows you and up to seven 
friends to compete m a one-on- 
one, single elimination tourna¬ 
ment. No matter what mode you 
play, you must always watch the 
track for obstacles like mud, pooLs 
and jumps, w'lth realistic water 
spray as you plow through the 
muck. 

Dirt Trax promises 
great racing action in 
a unique 3-D envi¬ 
ronment for one of 
the biggest amateur 
I sports m America. 

! Electro Brain doesn't 
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When all of the action started early last summer, who could have guessed 
that PowerFest ’94 would become so huge? After nearly 140 preliminary 
events, the best players in North America converged Sea World in San 
Diego. In total, 132 competitors would vie for the Title of Video Game 
Champion: of thos8,aily one would m^e it. 



Before the player’s even arrived in San 
Diego, the PowerFest crew was working 
‘round the clock to create the most spectac¬ 
ular video games stage ever. Nintendo 
Power was able to sneak a quick peek 
behind the scenes before the show was 
ready, and man were we impressed! The 
technical wizardry that this show used was 
incredible. The sound system had been on 
tour with the Grateful Dead, and had the 
power to blast the music throughout all of 
Sea World, while the light show was by far Hours of preparation go into a 

the biggest indoor spectacle that the park had show as big as the PowerFest. 

ever seen. When you mix in a truckload of televi¬ 
sions and Super NFS’s, you get an awesome gam¬ 
ing arena! 


The players began arriving in San Diego on 
Friday, November 18, from every corner of the 
U.S.. Finalists represented a wide range of ages 
and backgrounds. Timothy Gebhardt was the 
youngest player at age 8, while Michael Cieslik 
represented die young at heart, at age 40. Many 
of the competitors knew each other well; some 
were friends, others were related. Michael 
Cieslik’s son and daughter, Chris and Amy, made 
It to the PowerFest finals as well. 

After all of the players arrived, Nintendo 
treated them to a total video game weekend! 
Wherever they went, there were video games 
ready for the finalists to practice their skills. 

Early Sunday morning, the competitors began 
arriving at the Finals Stage. There in front of the 
pavilion sat the grand prize, a brand new, red 
Ford Mustang. If the players weren’t ready to 
play before seeing the car, they were certainly 
ready afterwards! After the crowds of onlookers 
were seated inside, the finalists entered the are¬ 
na in a cloud of smoke and a blast of fanfare. 
Most of them were a little nervous, but they all 
were ready to play. In the first round, the final¬ 
ists played the same Competition Game Pak that 
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The Champion, Mike larossi, with his car end his cash' 


Tension IS high as the finalists 
get ready to show their stuff 


Stix Franklin, from Radio AAHS in 
Minneapolis, and Ryan Francis, from the 
hit show "Sisters" battle it out in the 
Celebrity Challenge 


they played in the local PowerFcsts. 

They had to complete the first stage 
of the Lost Levels, five laps in Super 
Mario Kart, then hit as many home 
runs as possible in Ken Griffeyjr. 
Presents MLB. After every player 
gave it their best shot, the top 16 
finalists moved on to the next 
round. In the second round the top eight 
players moved on, then m 
the third round, the field 
was reduced to four. 


In the Quarter Final 
round the top four players 
in the country were thrown a 
surprise. They had to com¬ 
pete on a completely differ¬ 
ent game—the totally new 
Donkey Kong Country. Each 
player had five minutes to get as far in 
the game as possible, and only the top two 
scorers moved on to the final round. 

The final battle was between Michael 
larossi, of Garfield, NJ, and Brandon 
Veach of Hills, IL. As expected, this 
match was as close as they come. The lead 
switched back and forth between both 
players during the entire match, as they 
blazed through Donkey Kong Country. 
When the five minutes were up and the 
smoke had cleared, Mike had 
beaten Brandon by the narrowest 
of margins. The final score was 
2,418 to 2,304, making Mike 
larossi the 1995 National U.S. 
Nintendo Champion! 



R«1IL H«v' 

«r TMr HIT 

«F THF HikZr'i, 
iiu.'p THif ycutf 
NXMirMHO XVIK 4XIKF 

9UyFR HXMfftF, T.O. 


9<J(T OF THC CtUMf MNfHtO ACTIOM.I 


Tha number one queation I've got to 
oak-Do you play Video Gemee? 


You bet I playl I still remember when I first 
sterted plsying Video Gamaa When I wss 
younger, rrry dad and I would go down to 
the arcade in Atlantic City, New Jersey, 
and ploy Space Invaders. He k^t trying 
to beat me but I would whip him every 
timo. Wa Qia) had three pinball mochinos 
ot homo that I playad a lot. My ded’e 
friend owned an arcade, eo whm wehad 
a party he would load them In a truck and 
bring them ovor for all my friends to play. 
My first home system was the 
tntellivi3ion,but when that wore out I got 
a Nintendo. Now I Ve got a Super NES and 
1 play It to death. 


Whoti you* favorite gome? 


Well, I know this eound kind of cliche 
after all the hypo at tha PowerFaet, but I 
love Donkey Kong Country. It’s never the 
aame game twice. Every time I play it 
there is a new area or a new move that P 
discover. Whan was the last time that 
you wont to pause a game and just wan¬ 
der around your house listening to tha 
music? Especially the underwater stagesi 
I iuet can't put this gamedown. 


When you first stertsd pleying video 
gemee, did you aver picture yourealf 
making It to the Nintando World 
Championships? 


Not on ybur life! But thenognin, when 1 
Wcitched gamo shows os ekid, I neverpic- 
tured myself hosting e game wow. 


Do you think you could taka on one of the 
PowerFaet fralets? 


Out of the 132 conv>atitor8,1 would have 
coma in 133rd place. 1*111 a good player, 
kxjt theee guys ara great all-around game 
players. I might do better if these were 
tha Game Boy Tetris Chempionships. 1 
taka that geme everywhere I go. My high* 
eatscore issomawhara around 600,000. 


Do ^ have any t^ for future diempi- 


Fractfce^ practice, practice. All of the 
finalists had the corrvatition gama mam- 
orizad. Every one of them knew st any 
givan moment exactly how much time 
waa left In the game. It takas practice and 
dedication to know a game that well. 
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THF MO^T OUT OF VOUR New games like Donkey 

<U9fR Nf<: U CRMM COUR<f. Zl^TX’^o'” 

incKdible new levels of 
graphics and sound. But 
the question arises: are 
utakkig full advan¬ 
tage of the capahilities 

of yJlK^uper NES? Odds are that you're not. Most Super NES owners connect 
their systems to their TVs using RF switches. That's fine-they're still able to play 
any game. But, if you really want to experience the full-on, full-tilt power of the 
Super NES....read on. 





CHfCK OUT yOUR fOUt9*^fNT 


—' PHF AUPi^ i 

If you dohave Audio 
and Video inputs on 

yourTV, disconnect the < 

RF Switch from your 
TVandSupcrNES. I U i 

Attach the Stereo A/V 
CahletotheSupcrNES f 

MULTI OUT port. P ggrst 

Next, attach the yellow plug 

your TV. Attach the red and 

whitcplugs to the Leftand Hsrt’t tha RFSwrilcIi 

Right AUDIO IN inputs. Diaeonnect it and ataw it 


Hara'a tha starao 
A/V Cable. 


Connect tfto yellew. 
rod and wbita pluga aa 
shown hara 


Pull Ilia audio wriraa 
away from tha vidao 
wiraifnacsssary. 


Now thatyou'vcgot 
your video signal 
maxed out, Ict^ opti¬ 
mize the audio signal. If your 
stereo has a\ ailable I.eft and Right 
AUXIUARY IN inputs, con¬ 
nect the red and white plugs j 

there. You can strip the wires M 
nnmectedtothcredaodwhite Jr 
plugs away from the yellow |r 

plug simply by pulling •!- 
oo &cm. lliis helps if youi* 
stereo iso't near your TV. Of 
course, to hear your 
game, the stmto system 
wiD have to beonand 
you'll have to select the i 

Auxiliary Input The ^ 
way in which you select the 
Auxiliary Input will vary 
from system to system. 
That's it! You're hooked! All 
you have to dono w is grab 
your favorite game 


1. QOT ^ {UyrR VH) iNpUT? 


‘vocable k 

rf 

plug. ^ Ig 


uVottt 

befof® 


Oae«two. three! (fee 
hretpe to ceimeet the 
Seper VHS Cable. 


lecett an unusea Left ifid 
Rifht Auxiliary Inpet end 
eofuiect the red end vvMtt 
phife to them. Then select 
that particular mpet. 


IT IN. CRANKIT 


sLrrRPontiRcua 




Ready Or Not... 

If you’re not ready to grab a 
vine and swing into this awe¬ 
some jungle jaunt, then watch 
out, because Pitfall: The Mayan 
Adventure is going to grab you' 
Harry, hero of the classic 
action-adventure game Pitfall, 
IS back again after over a 
decade of dormancy. If you’re 
expecting the same old stick- 
figures and choppy graphics, 
you’re stuck in the eighties! 
Those wonder wizards at 
Activision have created a spec¬ 
tacular Super NES sequel that 
IS a feast for the eyes, cars and 
most importantly, the fingers. 
Pitfall Harry’s character looks 
and moves so realistically, it’s 
hard to tell whether he’s going 
to jump across a treacherous 
ravine or out of your television 
and into your living room. Do 
you think you can swing it? 
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Pitfall Harry and his adventuresome father 
have chosen a unique and exciting vacation 
spot in South America, but diis trip has turned 
out to be more than the death-defying duo 
bargained for. At the It^endary temple of 
Uaxuactum, Pitfall ^ 

Iferry stands capiivat- V ^ 

ed by the ancient 

Mayan ruins. ^ 

Suddenly, out of 
nowhere, an entity of * s- ^ 

unknown origin r 

abducts dear old dad 

and disappears with him into the dense foliage 
of the jungle. All Harry can see is the shadow 
f/. ^ of the frightening 


claw that grabbed his 
^ « dad. He quickly sets 
T ^ off bravely in pursuit 


Pitfall Harry has quite the journey ahead of 
him as he searches high and low for his miss- 
ii^ father. The tcrniin of the jungle is varied, 
and includes ten stages such as thcjunglc, 
Waterfall, Mines, Ruins and Temple. 


Tha pitfalls open dnd close 
witfiout warning, and the/re 
lUSt one of tha many hazards 
HarrywiD encounter Be sure 
to watch out for crumbling 
rocks, hidden holes end sup' 
pery rocks,to name juste few. 


tf you are skillful 
<s enou^toguida 
Harry through the 
obstacles to tha 
end of 6 stage, 
youll than have 
to face tha ulth 
' mate challenge of 
ffS a powerful Boss. 
~ From tha looks of 

_ this guy. It saems 

some of these 
M foos are definitely 
^ out of this world I 



Stage One, The Ceiba Jungle, is an excellent introduction 
to the many perils that Pitfall has to offer. Because of the 
unpredictability of thejimgle terrain and enemies, you’ll 
become familiar with the many ways that Harry can jump, 
climb and attack. It only gets harder from hc:re! 



If you want to make it through 
the stages in one piece, or at least 
reasonably close to one piece, 
don’t miss any opportunities to 
collect Items. Especially helpful 
are the Hearts and TUps. 



TiON'T GET Btt I 

Take note of the unique Life 
Meter. The closer the alligator 
gets to Harry, the worse the situa¬ 
tion is. When thejaws snap shut, 
you’ve lost a life. 




START 



® Ifl/hip It Into 

These slithering little 
Snakes will make your life 
miserable—and short, if 
you let them get the best of 
you. Keep your eyes ptvlcd 
for small, dark holes, 
because as soon as you draw 
near, those Snakes will 
appear. 


4 • 
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© The Ups And Downs 

If it appears that you arc stuck or have rcacht*d a 
dead end, look around for some handy helpers 
that are native to the environment Who knows, 
help might just be a hop, skip and a bounce away! 

The Spider Webs in 
the Jungle ere 
super strong Don't 
be efraid—use 
thorn •istrampo* 
lines You'll be up 
end ewey! 


These peculiar red 
bushes aren't rub' 
bertrees* but with 
their bungee cord- 
hke properties, 
they might as well 
be 


PITFALL 


^ Slide For A Life 




Don’t pass up any opportunities for extra help- 
even Pitfall pi ofessionals will need itl To get a 1-Up, 
go left from the glowing red eyes and take a leapof 
faith to tlit‘ left There will be a place to land! Grab 

the swinging vine to get to the 
1-Up. Now, just slide down the 
diagonal vine and finish the 
stage as usual. 



GOAL 




Calling Him A Ch eetah? 

Thf lord of iht- Ceibajimgle is a 
Cheetah, and no amount of 
cheating is going to get you past { 

him. TliisisthetimeforHarryto ^ 
use his powerful brain cells and 
throw plenty of well-placed 
Smart Bombs. The Cheetah will 
run from each corner of the 
serrren charging you. 


Stock up on 
Smert Bombs, but 
if you run out try 
throwing some 
Rocks insteed 


M wnen One eta n charges, you 
should be able to jump nght ovar 
him 
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The flurry of featliei's is rcminisccni of an old 
Hitchcock film, b\it instead of Tippi Hedren, it’s 
our hero Harry who’s being bombarded this 
lime! These bothersome Birds attack in groups, 
making them difficult to fend off. They are 
found near the end of the stage. 

” Keep frit trusty 
Whip m motion to 
keeptho Birds at 
' bay They aren't 
C9sHy frightened, 

JK though, so It takes a 

few hits. 


XIBALBA FALLS 


Stage Two, Xibalba Falk, is as wet and wild as you’d imagine. 
Unfortunately, with Harry’s father still unaccounted-for, it’s 
not the best time to go for a swim. There are too many 
boomerai^-ihrowing chimps monkeying around! 


If you letdown your 
guard for the slight* 
est of moments. It 
could be all over 
The Birds would Iovo 
to dig their clews in 


Have you noticed that frustrating 1-Up in the: 
bottom right corner of the stage? It looks as 
though the only way to get it is to lose a life over 
it Resourceful adventurers know there must 
be a way to cheat death and win a 1-Up at the 
same time. Follow the instructions below to 
find out how! 


If you jump from 
this ledge. youH 
gem and lose a 
life m one fell 
swDOpi You'd 
better look into 
finding a better 
way 


Jump ell the way 
nght On that 
platform, push 
(eft and you'll 
rebound off a 
j hidden spider 
I web The1>Upis 
I finelivyoursf 


Most important* 
ly, you'll land 
sefely upon 
a nod>er platform 
after collecting 
the1>Up Just 
use the red plant 
to bungee back 
up. 
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There's realty noth mg to it! Harry will grab the vine 
automatically whan you jump up to it Press nght or 
left to manauvar on ^a vine 


The Great Divide 

When you reach the point with the horizontal vine, it's 
time to uaverse the great “Waterfall Divide.” 


Whan you naar the drop off 
point beware ofthc wartmg 
Dragonflies You can use tha 
Whip while on tha vine to 
clear yourself a nice landing 
spot 


PTFALL 


Bungee Jutn|>ing 


If he keeps this up, Pitfall Harry’s new 
nickname will have to be “Crocodile 



The Goo-Goo Muck 


Bur^eef The clues below have their 
ups and downs, but a 1-Up and Smart 
Bombs will reward your persistence. 



Under most circumstances, you can count on Pitfall Harry to be 

sure-footed. The terrain, however, cannot always be quite as 

reliable. Some of the smaller rock platforms and brancht s will 

give way within a few seconds of standir^ on them. 

Jumping from platform to plat* 
form in me Watarfall staga 
requires quick reflexes Don't go 
for an unexpected swim 


li 










Some rocks are plenty strong, 
but tha graen slima on them will 
causa Harry slip right off with¬ 
out any warning! 



Rrst locate the 
rubbery rad plant 
which IS sitting 
between two 
rocky platforms 
and grab it 


Atthn height of 
your bungee's 
stretch, prass 
tha jump button 
to shoot straight 
up into tha air 


Hoidtothenghi, 
and if you'va shot 
high enough, 
you'll land upon 
another pianorm. 
Goodies await 
youl 



# It s Chili U|> Here 

You and Pitfall Harry have almost made it to the 
end of St^e Twa When you make it this far the 
only thing on your mind is getting away from 
water and the vicious beasts that inhabit the area. 
If you’re up for the challer^e, though, there is a 
way to go out with a 1-Up. If you thought Stage 
Two was hard, you’n: going to need that 1-Up in 
Stage Three. Instead of shdir^ down the vine, use 
the red plant to bungee up to the rickety bridge. 
Walk to the right and collea the Chili. Using &e 
extra burst of Sjx«d from the Chili, run and jump 
to the r^ht The 1-Up will be waiting, as will the 
end of St^e T wa 




It's tempting Do you 
choose the easy way 
or the hard way^ 




Red hot Chill peppars 
are just what you 
need for speed . 



Soma taka tha high road and some take the low 
road, but in the end. it's enough of an accomplish¬ 
ment to have mada it through widiout alligator teeth 
in your posterior Goodjobi 
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TAGE THREE 


TAZAMUL MINES 


Stage Three, the Tazamul Mines, is adark andspooky place. 
This deserted mine shaf t was once abustling operation full 
of busy gold diners, but now it’s a haven for creaiurts with 
other things on their “mines.” Getting through this tough 
tunnel will be anythir^ butabreeze! 

START 



Harry will have 
to put his nose to 
the gnndstone, 
orhis hod to the 
steel, if he wants 
to make tt' 



GOAL 


# Do The Locomotion 

No, it isn’t the latest dance craze, it’s a quick 
way for Harry to travel from one rickety sec¬ 
tion of track to another. Be sure to watch 
where you’re going, though, because you can 
get off track qmckly and without warnir^. 



Besides missiiij track sections, watch out for boarded up door¬ 
ways as well me cert w-ll go through, but Harry cannot 
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PITFALL 



The t-Up $ Mine! 


You know that Pitfall is full of bchind-the-sccncs 


action. Here’s an opportunity to collect a 1-Up that’s 
well hidden in the background. Those miners must 
have been pretty sneaky... 



You notcdd« near the 
beginning the head of 
e helpful 1>Up 



From the start, walk 
left and shinny dosvn 
the vine 



Go down the vine until 
you reach this precise 
spot 



Jump to the nght 
to discover u 
secret pessage 
then continue to 
the nght to collect 
that mystenous 
1-Up 



9 Barrels Of No Fun 

They aren’t barrels of 
fun, barrels of laughs 
or even barrels of 
monkeys—they are 
barrels that blow up, 
so stay away. Instep 
of using the whip to 
destroy them, stand 
back and *ro„ rocka 


® Sneak A Peek 


Part of thefun of Pitfall 
is the fact that you can 
take a beliind-lhc- 
scenes look and perhaps 
even find some goodies 
there. Be sure to try 
walking into shadows or 
. behind walls—you nev¬ 
er know what’s there! 





<9 Head Huggers 

These bats are enough to 
drive you batty. They swoop 
down, of ten m pairs. 


Whip the bats quickly If they start suck> 
mg ^ur blood, they'll bo herd to shake off 


I 





i 



i 


(£> Simon Says... 

Simon says it’s time to win some helpful items! Those paying sharp 
attention can really clean up in this one. Just pull the levers and bring 
up the icons inthe same order tliat the computer does. 




You than have to move 
the levers mthe same 
□rdar 


The computers first 
sequence isX,X,A 
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Stage Four, the Ancient Ruins, is where the heat of the 
action is going to catch up with you—that is, if the heat of 
thejiingle hasn’t already done you in. Not only have those 
nasty Rats and Bats followed you from the last st^e, there 
are &orpions and Skeletons here too! 


CDA Blast From The Past 


Don’t these simple Scorpions st:em out of place? It’s 
true—they don’t belong! If you go into the door 
behind the little bugger, you’ll sec where it came 
from. 



What a drffGranca about a decade of 
techrtology mekcsl Here's a chance to 
play the original Pitfall just for fun 


0 Hunting High & Low 

Pressing Down on the Control Pad and B will 
allow Harry to squeeze into those tight spots. 
Keep an eye out for possible passageways, like 
this one near the top of the stage. Who knows 
what you can find when you’re willing to get 
down and dirty. 



This might be a 
good place to 
do some crewt- 
ing eround 


It looks like 
getting down 
on your hands 
and knees has 
peid off 




mmmm 




• 

hft 

• 
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^Secret Switcheroo 


Things arc seldom what they seem when 
It comes to the wacky world of video 
games. Such is the case in this arCcX It 
appears that there is nowhere to go in 
this dead-end room, 
but if you look careful¬ 
ly, you’ll find a special 
block in the upper left 
Whip it to open a secret 
door and you’ll be off. 




Sticks and stones can't break his 
bones, but several lashes wi^ your 
Whipsvilldoft. 



Take The Snake 

Those stealthy Snakes seem to 
lurk m every corner. They will 
lash out at you if you get too 
close. Sever^ lashes of the whip 
will take care of the Snakes once 
and for all. but there may be a 
better way to use them to your 
advantage. Hit the Snake a few 
times, until it is unconscious. 
Then, you can climb up the 
Snake just as you would a vine or 
rope! 



Once the Snake is put to sleep, rt is as tame os 
e pussy cot Feel free to walk all over itl 



O Lucky Licks 

It doesn't look like you have 
many options. Have patience. 
Soon, these faces will give you 
a lift. 



Don't lump 
now-^e 
stony face is 
much too seri¬ 
ous to be of 
use to you 
now 



As soon as the face sticks its tonQue out 
you cen bounce to new heights 






•N • 


• 

S. 





NEXT 


Pitfall Harry is probably pretty harried by this 
time, but his impristme^ father is depending 
on bim! You’ve made it this far, and that is 
something to be proud of. Despite the fierce 
South American Wasts biting at your behind, 
you are certainly getting more than the aver¬ 
age tourist^s vacation. As you’ll soon discover, 
this adventiure isn't even halfway over! After 
the Ancient Ruins, it‘s back to the Ceiba 
Jirnglc^-orLsit? 


0M99 

This jungle scene seunsfemilier, but 
whets with the reptile on the rempege? 


Lets hope this lity pe d is se cu re Dd^er 
wise, you'll he en elligatots appetizer. 


Stage Rve. the Temple, brings the action home Unfortunately, 
its the home of many a zombie warrior, and the welcome met 
at the frontdoor. 


Luck! 
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vSun CerporaUQn frf Amenca. 1994 


Aero the Acrobat Is back, 

but 50 are all af his evil ^ 

nemeses. When we last P i "J 

left Aera, he had defeated ^ 

the evil industrialist 

dawn, Edgar Ektar, \,.i I -W tl 

by drapping him aff a I- ^ 

tall bridge. 

Unbeknownst to 
Aero, Ektar managed 

to esatpe with the —- 

help af Zero, Sunsaft^ other fuzzy 
hero. While exploring Ektar's fortress, 

__ , Aero found a 

^ ___ [ Magician’s Box. 

This magic bax 
takes Aero to a 
strange land and ta 
the beginning af 
SunSoft’s latest 
adventure. Manyaf 
the moves and 
enemies from 
the first A&o 
game have 
been used in 
this sequel, but 
Hts^l the play can- 
J trol and graph¬ 
ics have been great^ improved aver ' 
the original. - ^ - - 


UCBt TOK HIM 
*l le. 


NSW TROUBLES, 
NEW TRICKS 

Aero’s found a whole nvvi pile of trouble to get himself 
into. Luckily, he has also managed to learn a few new 
tricks tliat will help him escape from danger. Make sure 
that you master these moves when you first start playing. 
That way, when you discover some of these new dangers, 
you’ll be ready to take them on! 


SLIPING 

If you need to sneak 
tliroiigh a tight passage, try 
using the Slide Technique. 
Run toward the opening, 
then, just before you get 
ilicie, pictss die X and R 
Buttons at the same time. 

AERO FLIGHT 

If you grab the Aero Cape, 
yon will be able to fly for a 
short distance. Quickly 
look for secret passages 
because the flight power 
doesn’t last vt‘ry long. 

STOP, DROP 
AND DRILL 

If you run out of Stars and 
you need to defeat an 
enemy, try using the Spin 
Attack. After you jump 
into the air, hold the 
Control Pad in the direc¬ 
tion of your enemy and 
jump again. If you need to 
hit an enemy directly 
below you, jump up, then 
press the R or B Button to 
drill straight down 


1; QJGOaUs T .02 
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EKTOR’S CHALLENGE 

If you collect all four letters in a stage and manage to 
spell AERO, you can play Ektor’s Bonus Game and earn 
1-Ups. All you need to do is pick the cup that the I-Up is 
under to win. If you see the cups flash, you can be sure 
that Ektor has cheated and switched the cups on you. 


















OUT OP THIS WORLD 


From the very moment he steps into 
the Magician’s Doorway, Aero starts 
to have second thoughts. He’s lost in 
a strange and dangerous land, 

BELL TOWER 

For whom does the bell toll? Aero, of 
course! Make it to the topof the Biill Tower 
as quickly as you can. Be sure to look care¬ 
fully for hidden bonuses along the way. 
This stage is fairly easy, so try to collect as 
many 1-Ups as you can—you’ll need them 
later. 


where everybody is out to get him. Is 

the evil Ektor behind this mavhem? 

/ 

There is only one way to find out. 




Keep swinging from the rope until you hear 
the bell ring When you hear it, you re mov* 
mg at top speed ana you’ll fly farther 


BOARPnrZONE 

In order to reach Fort Red Star, Aero 
must work his way across the frigid 
ice fields. What better way to make 
up lost time then to grab your trusty 
snowboard and shred some snow? 
Aero is a master of the board, so iLse 
this stage to collect some 1-Ups^ 


After you exit the Magician’s Doorway it^ 
going to disappear Try to find the exit before 
It’s too late! 



Catch some air oft the jumps and glide past most of 

the dangers before you land back on the slopes ^^tfnd yoSg time 


ODDZ/EHDS 

As Aero heads deeper into this mys¬ 
terious world, the dangers become 
wackier and wackier. If you keep a 
cool head and work carefully 
through each stage, you’ll be able to 
unravel Ektor’s evil plot and save the 
fair Batasha. 



V^tch out for the bad guys Boogie down to the pumpin’ Things are looking pretty bleak 

inside Fort Red Star* Thuy got sounds of the Disco Fever nside the Performers'Dungeon 

tougheras the stage progresses. Stage Talk about staying ah vet Can you escape^ 



IUQQQQ22:i 


ir you are trying 10 getto are is that out dt your use the Sfxn 

AtUtCkiOfomp gher Vbunevetr know what yourrughtlmcL 


Th n 'Ti nf s rmt ohj<rrc fnr **0 
imd thiuughuut tlie g«uut% bm mau> 
ihtiu aic xrv well liidclcn. If vtm discvnrr 
enougli of the hidden objects by ilie time 
you re.u*h the end of a stage, voh* 1I receive an 
(^xtra Bat, so ifs worth looking. If you 1 un 
i uto A suspicious looki ng dead end, Li) jump¬ 
ing up an<l spinning into the walk 
Of teittlmcs > ou’ll find a secret pass.'^of 


iMXtr in the game you’ll see goodies 
that af^ear to be out of your reach. 
Try lumping up into the nir when you 
ere standng away from the itom. 
Sometimes there will be an invisible 
platform you can use to jump higher 
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Even race cer dnvers need e little 
diversion from time to time But 
soccer^ If s cool—)ust go with it 
You'll get the hang of it in no time 


mCCEtr-rf^llllir 
SKED? -Hill -1 
l(RRDLinG:niilillH 

RTTHCH: IHIIH H] 
DEFERD: UII t 


"Wni Aliffll JRJFim, 


Another Mode 7 racing game is upon us. Wc’rc not complaining—Ubi 
Soft's Street Racer is a worthy game. Some might compare the game's 
theme and perspective to Nintendo's Super 
Mario Kart Like SMK, Street Racer features 
eight different racers to choose from. As you 
would expect, all t jght have differing quali¬ 
ties It's an option-fnled creation with a good 
variety of tracks to race on. 


46 NINTENDO POWER 
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Chack the abilitias of each dnver buforo you 
make your selection for the upcoming battle 


SMtJJt'Mk 

All racers who send back their 
registration forms after they piir- 
chase Street Racer will score 
themselves limited edition milk 
caps sets. Each set consists of six 
caps. A generous offer 
from Ubi soft, indeed! 






















S9IUAL*PLAY£89 


One of the better Street Racer options is the four-player game. At 
first glance, it looks as if it may be difficult to play because of the 
cropped view that each player has. It's OK—you’re only concent rat uig 
on your car and the track, anyway. The only thing missing is the over¬ 
head track view. 



You con (ond should) run into each other in both the 
Race and Rumble Modas Knockthe other racars out! 


Hodje. Suzulu, Frenk and Surf 
have been selected and are 
about to do four-player battle! 
As you cen see, the positions of 
ell recers are shown, es well es 
the leps they ere currently on 
end their times for the Rece or 
Rumble 


RUMBLE 


m The Rumble Mode i$ just a 
I group of cars ramming into 
I each other, right? A demolition 
derby of sorts. Yes, but there is a 
goal When you understand that 
goal, it suddenly becomes fun! 
The goal is to ram the other cars 
off the edge of the play field. If j 
you choose tht* Hard Rumble, it’s. J 
easier to knock cars out of coin- J 
mission, but it’s easier for your r 
car to get knocked out, too! / 


Hulmut chergt^ throuqh th& 
center of the playfield tn search 
of another car to slanUnto. 
There «cc no set patterns to 
use end there are no rules to qq 
by I If you don't go off the edge, 
you'll win., eventually; 


FRHnH 

KODJR 


nnnrs tabu -i 


This is .itrang^buf. it can also 
be fun. Cb;jsin^ the ball down 
' n i h nging on t4 it will be 
your first rhall -ngv. It’s not 
t \sv. When ttemp^ing j shot 
on gO' J, try pressir^ Up to get 
more height on your shot Pr css 
L or R to make your sheft curvu. 


Thtplay con¬ 
trol IS mort dif* 
ficuitwhan 
playing indoor 
on tha wooden 
surfaca Your 
car slides more 


This IS trtia staomm 
* soccarplayMlthf 
*1 way it should bii— 
f ongnss 0K,hir* 
gatthatnia part 




.Sw-f 


r Information can be gath- 
r ered from the Tables pre- 
' sented between races. 

Besides telling you what 
position you are in, they also 
k:tyou know which bonuses 
you havepicked up. 


mpuT 

Like any other two-player racing 
game, the relative posiuons of the 
vehicles will be shown in both win¬ 
dows. It’s like there are two separate 
races going on, when in fact, there’s 
only one All game modes (from 
Practice to Soccer) .support the two- 
player option. 


As you can see in both windows (from different 
perspectives) Sumo Sen takes e direct hit from 
Surfs Bench Towel Snap punch attacki 


using 

P^v Mention to your section of the 
een unless you're hunting another car 
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Twenty-four tracks. Eight racers. Four cups. One winner. The 
Championship Mode showcases Street Racer racing at its finest’ You can 
think of the four different Cups as four levels of difficulty. Yoifll get the 
full spectrum of tracks when you race through and continue to qualify after each track. The 
tracks themselves don’t get much more difficult Itjust seems that there is always a new track to 
learn—thei e are 24 tracks, after all The competition heats up as you win more races and accu¬ 
mulate more points Its pretty simple: the racer with the mast points at the end of the Cup wins^ 




Brff lets another racer have it with his base- 
ba II bat Press the L or R Buttons for 
his punch atteck 


AGE: At le >st 100 
CAR; Low, green hot rod 

The gi cindson of the ongi- 
\d\ Fiankciisii:ui monster, 
^rank is a good dri\ er, but 
ae-tsn't v ei y bright Hii 
^ irc^nflvJitrrally. 


AGE. Maybe 40 
CAR*. Naturaily^made 

Sii7ulu s car is made oirTOt 
all natural luatci lals andean 
not withstand the beating 
that other cars can. That's 

— - _ OK-it’s 

W\iJk^ ^ fasti 


AGE. 400*r yrs. 

CAR: Magic cushion 

trailing f I om Istaub • 
r^odja IS a magician with 
♦HDrdhan a few tricks up 
sleeve. Ottoman Daggci 
Swipe IS his punch attack 




HODJA 


This is the so-callt:d “eas- 
iest" Cup in the 
Championship Mode. 
There arc six different 
tracks that voull race oil 
After every race, you’ll 
see the current Championship point stand¬ 
ings. The Championship Tabic screen will 
also let vou know what tlie next track is. That 
knowledge may have some bearing on your 
racing strategies for tht; upcoming race. The 
Playback M^e can 
be used to view your 
racing technique 
after each race. 


Uhl Thaihuits^ Watch out for 
Mines on the tracks If you 
run over one of the starburst 
squa res. it will blow up and 
youH sustain damage Look 
fora Repair Kit 


Biff missed this Repair Kit He was trying to 
pick It up in order to repair the demage to his 
car 


Don't get cemed 
away with your 
attacks The other 
racers will fight 
back Youcenget 
distracted easily 
and, on e track 
with tight corners, 
you need to pay 
attention 
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Soma racers can be easily warded off 
with Front, Sida or Punch Attacks 
Frank's Side Attack works pretty well 


on Surf A monster spnngs from Frank's 
car and scares the daylights out of Surf 


Soma racers can be aasily warded off 
with Front, Side or Punch Attacks 
Frank's Side Attack works pretty well 


on Surf A monster spnngs from Frank's 
car and scares the daylights out of Surf 


Franktakesflightononeof Raphaels 
home tracks Jump or fly over obsta- 
das like Mines 


AG e. 

CAR: 

The baseball hat-wit kljrJ 
Bif^likes to race hm 
4 WD on dtri and 
tracks. He's much nare; 


You’ll race on ten tracks durir^ the Silver Cup. In general, 
the tracks are more difficult, but only six of those tracks 
are unique to the Silver Cup. The difficulty level is medi¬ 
um The tracks are a bit longer and tend to have more tight 
turns than the ii acks had 


in the Bronze Cup. Dejx'nding on what car you 
are racing with, it may be a wise idea to use the 
braktfs as you enter a tight hairpui turn. If you 
get into a tight battle, use a Turbo on a stra%ht 
stretch. 


Instead of allowing track hazards to 
slow you down, press Up to jump 
This keeps you out of the obstacle 
and will help keep your speed up 


CAR FIEHTIIME: 
AUTO ATTACKS 

You can play fair if>ou want to—but we 
don’t recommend it. There’s no such thing 
as “driving defensivelyr Each racer has vari¬ 
ous medu^s of attacking his or ber rivals. If 
you’re behind someone, use your Front 
4ttack. Neck and neck with someone? Use a 
Side Attack or Punch Attack. Itll take a while 
to figure out which attacks your favorite 
drivers use best 


:AR: 

Raphael comes 
facing family I le'i 
dnver and his car« fas| 
but he IS easiK' anger^ 
'tiu attack him. 


Helmut has a great Sids 
Attack spinning blades 
that will np into any car 
that comes near. 

Fend off an attack 
with an attack of your ^ 
own, lust as Raphael 
IS attempting to do in 
this phott. 
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Fourteen races await 
r Gold Cup. 

Other than the fact that 
there are four more 
races to complete, the 
Gold Cup isn’t that 
much more difficult than the Silver Cup was. 
And now that you’ve reached the Gold Cup, 
you’re probably looking for something new 
to do. How about this? While you’re looking 
at tlie Championship Table screens between 
races, press the I- and R Buttons to change the 
irucnsity of the lighten the scene in the back¬ 
ground. If you score 100 or more points, 
youVe got a good chance of taking 
first place. If you accumulate 170 .Wifl 
points or more in the Gold Cup, it’s ttn 
safe to say iliat you’re top of tlie hcap^ 


TrvY^^LJt best to stay out of the watarl Tha 
deepertha water (darker blue), tha slow¬ 
er you will go through it 


Helmut IS on his way to pick up a Turbo You can 
store as many Turbos as tha number of laps the 
race is long Rva laps equals frve Turbos maximum 


Helmut IS about to ram Hodja 
from behind Maybe he should 
use a front Attack. 


If you want to check yourtechniques,enterthe Replay Mode after the 
raca is over You can rotate your viewpoint around your cer 


The Cup IS finally 
over It looks as if 
8iff managed tD 
come out on top 
of the Street 
Racer heap 


It's difficult to avoid the crossing traffic on 
the tracks that feature crossing patterns 
Don't get side swiped) 


GE: Don’t Ask! 

AR; VW Beetle 

She's a freelance phoiugra- 
1^1 with many other out- 
I interests. Racingjusi 
happens to be one of them 
R^aphad isn’t 


AGE: Retired 

CAR: Mercedes tri-plane 

Even though he only has 
one good eye, Helmut ra^ 
with unbn^edintensityT^ 
car is stronsand he hasWiiT 


THIIVES^ TO 
LOOK OUT FOR 


If you want to earn max pomts 
in each race, you have to collea 
certain ltcm$. Turbos and 
Repair Kits help you win and 
Stars earn you Bonuses, 

Turbo on the left, 
Repair Kit on the nght 
, * , A Which ona would you 

gg ‘ ^ goforTChacItyour 

ysr ^ Turbo supply first 

then decide J 


HELMUT 


Colluctasmanyofthc 
Stars as you can If you 
collect more than tha 
other drivers, youll 
earn an extra pointi 


0 . 


Try running the tracks 
beckwards' It can be 
fun, butthe other cars 
do tend to get in the 
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eusT m CUP ccvup 


Sffm final ot^ions 


fiAHC ppximc 

tui i 1yJ 

•n o«n oo 

*ft •n dn 


H . €HaA«« Tr 

??Ye 


lltUM 
Hf )Ut4 


One of the best options in Street Racer is the Custom Cup. 
Go into the Game Options screen and select the Custom 
Cup Setup. Up to twenty-four tracks can be included in 
the Custom Cup circuit, in any order! That’s a lot of i*acing 
to be had It’s up to you. 


Choose your favorite tracks or only choose tha tracks tiiatyou 
wantto workon in race situations Customize! 


You can adjust the order of the tracks 
that YOU*ll race on dunng the Custom 
Cup How about going for thirty laps por 
ra c e on the Crazy d ifhc uKy level 171 


CUSTOM CUR 



STREET HflCEh CHHNRIOnS 

i^FLirCE 

gmm 

1^1 ^*»PLRCE 


2 PffinTS 


a SAIM 


ROAD HAZARDS 


Surfs Beach Ball Side Attack is the per¬ 
fect repellent for Raphael es he tnes to 
move in on the blond beech beauty 


AGE; Unknown 
CAR: Custom 

. Sumo San likea iighi 
tracks. 1 Iis car handles ver 
well and his attacks aiK 
strong. Sumo San favors 
' the underdog m a race.- 


I'hcrr are several 
things that will 
^ • • cause you problems 

speed your 
, way around all of 

* ■ the Street Racer 

tracks. Besides wor¬ 
rying about keep¬ 
ing y "•i t.tr on the track and 
pointed in the right direction, 
voull have other things to keep 
ill mind. 

MilMES 


You como up on Items so fast 
thotyou may not be able te 
avoid running into thorn Koap 

C jroyes poolad forthaso 
r&is. They ctuse demtge to 

_ your cor if you run 

ovor thorn. 






RA CtIME! 


SPEED BUMPS 


Those obstocioa oront 
common in tha goma, 
butthay will slow you 
down on some tucks 
The best way to avoid 
tham IS to jump npht 
over thorn. It's quick 
end easy to do. 


i/MTERSECTiaiMS 


{^tck'Ups at interssG* 
tons oro often unavoid*- 
abla It's usually bastio 
(u$t speed nght through 
intorsacbons You'll bo 
less likely to gat sida- 
swiped. 


Romomberteatdte oth- 
arracarsare not pas¬ 
sive drones. Theywni 
challenge and attack 
you and your chosen 
i^cor Rght beck with 
your own ettacks or usa 
alurbotospaadiwey 
from them. 


Again, with all of the 
options that it offers. 

Street Racer has the abili¬ 
ty to keep you busy 
playing for quite a 
whiie. Super Mario Kart fans who are 
looking for a new racing challenge 
should definitely check it out. 
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Tokyo, Japan- 
Virtual Boy, 

Nintendo’s new 
32-bit 3*D game 
system, debuted in 
Tokyo on November 
15th and 16th to gamers 
and industry specialists 
from around the world The 
system was shown in a prototyfx-* 
form, meaning that what you see m 
the photos here might well change by the 
time the system is released, probably in May. 
Whatever cosmetic changes are made to the housing of 
Virtual Boy, it’s sophisticated 

brain will remain the same. _ 

l.ast month we promised a 
closer look at the technology 
bt^hind the system, so let^ get 
down to it 

Inside, the heart of 
Virtual Boy is a 32-bit RISC 
chip (Reduced Instruction 
Set Computer) that uses 
two high-resolution, mirror¬ 
scanning LED (Light 
Emitting Diode) displays 
to produce a 3-D immersive 
gaming experience. 

Reflection Technology Inc 
(RTI) of Waltham, Mass, 
developed the patented LED 
displays with a brain-trust of 
seven scientists from MIT. The high-res red and black 
image that you get in Virtual Boy as a result of this new 








technology pro¬ 
vides truly stun¬ 
ning 3-D images. 
How docs it work? 
Virtual Boy utilizes 
two miniature LED 
displays, two oscillating 
mirrors and two focusing 
lenses to create the impres¬ 
sive 3-D effects. The vibrating 
mirrors focus the dual images 
tlirough a small range which is interpret¬ 
ed by your eye as a single imagt? with depth By mov¬ 
ing the two images closer together or further appart, 

using an effect called “paral¬ 
lax," the image appears to 
move closer to you or fur¬ 
ther away. 

Here are a few more 
features. The unique, dou¬ 
ble-grip Controller won’t 
change much in appear¬ 
ance It has two directional 
cross pad controls in order 
to give players the ability to 
move in any direction in a 3- 
D universe. Game Paks for 
the system will be slightly 
larger than Game Boy Game 
Pal^ and they will slip into a 
slot on the bottom of the 
housing. Batteries, battery- 
packs and an optional AC 
adapter will all attach to the Controller. For sound, 
Virtual Boy uses two stereo speakers on the main unit 


r 
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eci 


IRTUA 


OSCILLATING MIRRORS 


RT I 



IRROR-S CANNING LEDs 


RTI's patented mirror-scsnning technology. The 
imegs epp^ers on tht^ LEDs in hurshsd^s of rod with 
s bitek bsekground The imsgs is rofloctod off the 


oscW#ffrit jw^nv s whsfb tlit minuts osetnsthns 
(vibrstionsi crests the sppsrent thickness of the 
imsge. The imsgs is siso focused through the lenses 
for individusi pieyers. 


u 




When you are looking into the display, the speakers are 
within close proximity of your ears, resultmg in excel¬ 
lent stereo separation and spatial sound effects to 
enhance the immersive nature of the system- 

While the three game programs shown at 


Shoshinkai were far from complete, they demonstrated 
the clarity of Virtual Boy’s images, the smoothness of its 
animation and the depth of the 3-D im^es. The unveil- 
ii^ of the first Virtual Boy titles will be right here in 
Nintendo Power in the next few months. 
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>eoial Edtion Special Edtion Special Edti 


SHOSWNKAh the SHQVi^SE 




^ Taloon's Mystery Dungeon 2 


polygon fighter that is being 
developed in association with 
Argonaut (the British developer that 
also helped create Star Fox.) The 
game features full 3-D rotation fea¬ 
tures and futuristic opponents. Power will 
bring you more on the project as it develops. 
Almost finished was the Super Game Boy offering 
of Kirby 2, which was without a doubt the best Game 


Shoshinkai also showcased some of 1995’s best games 
for the Super Famicom (the Japanese version of the 
Super NES) and Game l^y. Although all the games 
shown arc scheduled for Japanese release this y€AT, 
some of them may not be released in the U5. soon or at 
alL For now, these games show some interesting trends 
in one of the worlds largest video game markets. 

Topping almost everyone’s list ctf excitii^ games was 
Chrono Trigger, a new RPG from the makers of Final 
Fantasy Ill. One big difference in this game is the num¬ 
ber of special graphic effects and the stunning realism 
of the graphics overall Gone are the simple animations 
of FF3, replaced by far more cinematic views. 
Midsummer should be the time for this game’s release. 
Further ezirth-quaking news from Square 
is that, following Chrono Trigger, 
players will have Secret of 
Mana II to look forward to 
in the middle of the 
year while strategy 
players will stake 
their reputations on 
Square’s futuristic 
battlefield in Front 
Mission. Front 
Mission combines 
elements of RPG 
gaming with a 
turn-based strate¬ 
gy war game in 
which you move 
huge robo-mech 
units against enemy 
units and bases. 

Albert Odyssey 2 from 
SunSoft was just one 
of many good-looking 
RPGs. Others included Tale 
Phantasia from Namco, the 
long awaited DragonCJuest VI 
(which looked awesome) and Chun Soft’s 
Taloon’s Mystery Dungeon 2, which stands a good 
chance of coming to the US. Aretha 11 from Yanoman 
continues a popular Japanese scries and Falcom’s new 
adventure looked a lot like a Zelda game—another 
potential hit if it crosses the Pacific. There was even an 
RPG fighter from 
Takara. 

Of course. 

Donkey Kong 
Country was the 
hands-down 
favorite of the show, 
but Nintendo also 
surprised many 
people with a very 
early version of a 
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Speci3l Edtion Special Edtion Special 

FOR dmmSE VIDEO GAMES 


Boy title shown. The most unique Game Bov’ offerir^, 
however, was the new designer series of Game Boys in 
special colors. In Japan, you will be able to buy yellow, 
green, red, black and white Game Boys. There is even a 
clear Game Boy unit that shows off the hardware 
inside. 

Other notable games included NBA Jam Tour¬ 
nament Edition, Super Bomberman 3, and ^ix’s long- 
av/aited Dr^on Quest VI, which looks even better than 
Final Fantasy III and contains a much improved first 
person battle view. Mystery Dungeon 2 from 
Clmn Soft-the Dr^onQuest creators—features action 
and adventure in a game with RPG depth. Elsewhere 
around the show, third party licensees did their best to 
cash in on the Japanese RPG craze with every conceiv¬ 
able vaiiation on the Fmal Fantasy style. If you can read 
Japanese and you have a Super Famicom, you could 
spend years playing all these games. 

The action category had few new entries. Fightir^ 
games were conspicuous in their absence, but there 
were a few fun platform games including Nightmare 
Busters, Super Pop and Go Go Ackman from 
Banpresto. For simulation fans, the biggest news was a 
demonstration of Sim Gty 2000 from Imagineer on the 
Super NES. Asmik had a strategy /sim fighter 
plane game that turned a few heads. But the 
biggest sim category was horse racing. In the 
Tokyo stores we counted five existing horse rac¬ 
ing games with as many new titles appearir^ at 




ShoshinkaL Can Mr. Ed be far behind? 

Pinball was also a hot category in Japan, as well as 
Pachinko, which remains a national craze. Super 
Pinball 2 was shown in an arcade version that looked 
just like a mechanical pinball machine while Battle 





i 










f J Nightmare Busters 

ni L cm 



Pinball, a Banpresto offerir^, featured multi-level 
pinball action similar to Kirty’s Pinball. 

One favorite was Super Bomberman III from 
Hudson—the best Bomberman tide to date. Not only 
can you choose from a variety of Bombermen char¬ 
acters, you can also ride around on Bomberman kan¬ 
garoos that give you an extra hit-hfe. 

What we learned from the show is that Japanese 
developers are still hard at work crankir^ out excel¬ 
lent SupiT NES and Game Boy titles, many of which 
should show up on our shores within the next 12 
months. We’ll let you know when they reach the dock. 
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From A^ent #284 

Solin'^ Ter■: 

If you were impressed by the music in Donkey 
Kong Country, this is the perfect code for youl 
Now you can sit back and enjoy the music without 
having to deal with those pesky Kremhngs. Before 
you start a new game, go to the Game Select Screen 
and highlight the Erase Game option. With 
Controller I, press Down, A, R, B, Y, Down, A, then 
Y. If you enter the code correctly, you can change 
the music by pressing Select. You can conanue to 
listen to the music for as long as you like by keep¬ 
ing the Erase Game option highlighted, 


You will warp to a specie! eree where 
you cen preettee eny of the Bonus 
Games as often as you went ta 


When you went to return to the normal 
game, you'll need to press Reset 


Th 


1 

SOCCT A UHE 1 


1 

S3% 



1 1 

# 

3 • Sr$§ 

1«% i 

Inst Came 




SCIiCf A CAHI 



5 3% 



1 • 


3 tS-'Sf 

tir%^ 

y 

Era$« Cim 



On the Game Select Screen, place the Now you cen listen to all of the incredi* 
cursor on the Erase Game optiorvthen ble sounds that ara in Donkey Kong 
enter the code Countryl 

Br Gamer 

If you manage to collect three identical Golden 
Statues, you'll warp to a special Bonus Game where 
you can earn 1-Ups. You can also go to a secret area 
where you can practice any of the Bonus Games as 
often as you want, if you quickly press Down, Y, { 
Down, Down, and Y before the Game Select Screen 
appears. 


Jungle Book 


r From AqENT #912 

Stage Select 

If you’re having trouble getting through the later 
stages of the game, try this code. When the music 
starts playing and the Virgin Games Logo first 
appears, quickly press Up, Up, Up, B, B, Y, Y, Select, 
Up, Down, Right, B, Up and Y. If you enter the 
entire code before the Logo fades, you will hear a 
tone. When the Title Screen appears, go to the 
Option Screen to change your level 


’tTuhSlfeBoSK!* 



Interactive 


cntcfrtainment 





Whenever you collect three of the 
same type of Golden Statue, you will 
warp to a Bonus Geme. 


4* *1 


Quickly press Down, Y Down, Down, 
end y iDYDDY) before the Game Select 
Screen appears 


Entar the code when the Virgin Logo When the Title Screen appaers, high 
appears, just after tite music has started light Options and press St^rt 


i Ru CLASSIC 


UWL M 
WJC 

CHERT 4 
CM. ITS 


iN 



On the Special Dption Screen you can 
skip to any level thet you went to try 


Expl ve the later stages of the game so 
you il be reedy when you play the ragu* 
lergame 
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Super Hard Mode 

At the Title Screen, press the 
R Button 7 times on Controller IL 


From AqENT #877 

extra Continues 

If you are having trouble finishing Shien’s 
. Revenge, try one of these special codes for some 
{ extra help. When the Title Screen appears, enter 
the code of your choice. It will take effect when the 
game begins. If you still can’t complete the game 
with the nclp of these codes, then you had better 
keep practicing! 

At the Title Screen, press Select 
7 times on Controller IL 


From AqENT #774 

More Codes 

Agent #554 has found more codes that you can use 
to adjust the fighting difficulty in Double Dragon 
V. The first code lets you turn off the Dizzies so 
that, if you get hit hard, your character won’t stop 
fighting. To make the code work, wait until the 
Main Menu Screen appears, then press Down, 
Down, Left, Up, Up, R, R and L on Controller I. The 
second code lets you Disable the Throws. To use 
the code, wait until the Main Menu appears, then 
press R, Right, L, L, Left, Left, R and R. 


At the Title Screen, press the R Button Now you can access the Super Herd 
sevsntimesonControllerE Modsofthegeme GoodLuckI 


When the Title Screen eppears, press You'll eern 30 Continues before your 
Select seven tnnes on Controller E game is overt 


Special Weapons 

At the Title Screen, press Start 
9 times on Controller IL 




On Controller H, press Stert seven You'll begin the geme with seven 
tirnes when the Title Scro&i eppoars. Speciel We^ons in reserve. 


■■ -e” L:.sy Mode 

At the Title Screen, press the L Button 
7 times on Controller IL 


At the Mem Menu Screen, press Down. Now your cherccter won t be stunned I | 
Down.LeftUp.Up.R.RondL when he's hrt hard ^ 

f 

Disable Throws • 


At the Title Screen prnss the L Button 
seven times on Controller E 


You cen now eccess the Super Eesy 
Mode of the game 


At the Miiin Menu Screen, press R. 
Right U1. Left, Left. R end R 


You won't be able to use the Throws 
during the fight, so be carefull 


4 
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White the garrs is paused, press Dosvn, 
AendB 


With Unlimited Shunkans you can beat 
any enemy 


If you wont to begin the NormsI Gome 
with a boost use i1Y1 os your password 


You'll begin the game with six Bombs, 
powe^ sixFIeme end tha Detonatorl 


^ From AqENT #111 

Power-Up 

When you begin the Normal Game in Super 
Bomberman 2, you are equipped with one Bomb 
and power one Flame, Beating some of the enemies 
at the beginnii^ of the game can be tricky because 
you are forced to get close to them before you can 
drop your bomb. If you go to the Password Screen 
and enter 1111 as your password, you’ll start at the 
beginning of the game, but you’ll have six Bombs 
with a power six Flame! You will also start the game 
with the Detonator, but you will lose it as soon as 
you get hit by an enemy. 


A^CDEF 005 000 
GHIJKU 00^ 000 
mOP'JR 003.000 
STUUUX 002.000 
YlMlinPrOl.3^ 


Enter your name in the fifth place spot 
es YAWDIM (MIDWAY spelled beck* 
wards) 


'O T I 
CA i 

e ^ % k 


Press Right on the Control Ped to find 
die Secret Screen and hoer die ^cret 
Voices 


II From Aqcnt #646 

The Squirrel Hoard 

Like any good rodent, Zero the Ramikazc Squirrel 
has a secret stash of goodies! To use any of these 
codes, begin a new game, then pause the game at 
any time. While the game is paused, quickly enter 
the code of your choice, If you enter the code cor¬ 
rectly, you will hear a musical tone, 


r-. 

I 

[ 


! 


( 

♦ • 

* 


i 



f 



VFrom AqENT #001 

Secret Voices 



The programmers of Total Carnage have hidden 
secret voices in the game, To find them, start a new 
game and play until you get the fifth h^hest score, 
then let yourself be defeated. When the High 
Scores appear, enter your name as YAWDIM, then 
press Right on the Control Pad to find the Secret 
Screen, To hear the voices, press any button while 
on this screen. 


Begin a new game and play until youget Let yoursalf gat hit by the ensmias but 
a score above 1000 points but below don t continue the geme 
2000 points 



Pause the game vid prass B, A B, B and Evenif you lose i Squirrel, you'll elways 

die Y Button havea spare one 




Peuse the geme end press B, Up, B, B 
and the A Button 


Now you'll have unlimited hit points to 
finish the geme 



> 
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Jungle Cheat 


players who are really lucky may have found this 
special code, but it is difficult to discover. When 
you first turn on the game, you can access the 
Option Screen by pressing the Select Button. Once 
you are on the Option Screen, highlight the Sound 
Test and play the following sounds in this order. 
40,30,20,19, 18, 17,16 and 15. After you play the last 
sound, the screen will automatically switch to a 
secret Cheat Mode Screen where you can adjust 
many of the elements of the game and skip to any 
stage you wantl 


POCkC CH&zT 

U)L10 ,^On M)PC OFF 

NO ENLfOV LOSS ON 

fNFmrTE Um OFF 

INFfN/TE Tfffe ON 

Stm£ '701 NODE ’^OFF 
FC. OC ii0N0$ ISm. ON 

ism. fim. 5c;fEEN 


SiCiiL ISt/ei' NOAMt 

nOStC OPTtOHS ON 
m*5fC/efF€0TS TC$r w* 
y. srm to 


Go to the Option Screen end pley the From the Cheit Mode Screen you can 
Sound Test in the correct order skip to eny stage in the game. 





TMk 




From AqENT #690 

Level Skip 

This super secret password will allow players to 
skip to any area in the game with very little effort. 
Before you begin a new game, go to the Password 
Screen, enter H2F2 as your password, then begin 
playing the game as you usually would When a lev¬ 
el becomes too much for you to bear, push the Start 
Button. When you release the Start Button, you will 
safely skip to the next stage in the game. By using 
this trick, you will can make your way to the final 
boss, even if you can*t beat him. 


Go to the Psssword Screen end enter the 
P9sswofdH2F2. 


If you want to skip to theendof the lev- I 
el press tite Start Button. ' 



^i:3t10tA62> 

^ SDPEftnflfllOLfiNDS 


From AqENT #667 

Super Cheat Code 

This code, sent in by Agent #667, will allow you to 
change any of the information on the bottom of 
your screen. While you’re playing, pause the game, 
then press the Select Button 16 times to make a cur¬ 
sor appear in the lower left corner. Hold A and B, 
then press Left or Right on the Control Pad to 
move the cursor. Press Up or Down on the Conti'ol 
Pad to change the numbers. When you’re done, 
take the game off pause to continue playing. 


i 



* b I 

r- 


While youYe playing, psuse the gsme 
and press the Select Button 16 times 


Hold the A and B Buttons and press Left 
or Ri^t to move the cursor 



Press Up or Down on the Control Pad to Press Start to teke the geme off Pause 
change the different numbers. and continue playing now thet you re all 

powered up 


t 


SEND US YOUR CODESl 

A popular activity among Nintendo game players is developing 
tips and strategies. If you would like to share your own special 
tips with us, send them in! Choose your own three-digit ^ent 
number and be sure to include it with your codes. 


Our Address is: 
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If you are afighter who likes to use your feet, then 
Kur^ Fu Bunny is for you! Most of his strong moves 
involve powerful kicks. Because he is quick on his feet, 
his better mov'es can cov'er a great distance and catch the 
opponent off guard Kur^ Fu Bunny’s speed also makes 
him a good choice for players who like to put tc^cthcr 
combinations when you fight 




Tai Cheetah’s fighting style 
tends to favor speed over 
strength. His speed can 
prove deadly gainst slower 
enemies, but quicker foes 
will be difficult to defeat 
Tai Cheetah has many spe¬ 
cial attacks, and most of 
them are easy to perform. 
Use the moves to your 
advant^e when you face a 
difficult opponent 


<0V0T£ 


Kendo fights best when he’s fighting for fame 
and fortune. He is a well-rounded fighter with fair 
speed and extremely strong attacks. Some of his 
stronger moves can be difficult to perform quickly, so 
be ready to jump if your move fails 


riff FUR IS 
FLYUVE! 

The Dati Llama has called the r 
wortd*s warriors together ta 
find the greatest ane anang 
them. Cyb&St^ brings the fighting 
gone genre ta the arumal kingdom, and 
the beasts are fight- ^ 

Ing tooth and claw 

ta win die honor of ^ __ - 

wealing the coveted 
Belt of Heaven, 

Brutal offers fighting 
game fans seven dis- lp» * 

tinct characters, __ 

each with a wide 

variety of catacks and abilities. Unlike 

mast games. Brutal 
makes players earn 
their special attacks 
j by winning battles 
After you learn the 
move^ you get 
I passwords that 
_i will let you begin 
I the game with the special attacks 
I you’ve already learned. 


O C^rsoft tne 


ffiii 
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Rhci Rat is a mas¬ 
ter in the art of Thai 
Boxing. He has resched¬ 
uled his money-making 
championship bouts to 
enter this contest, so he 
does not plan on returning 
home empty-handed. 

Rhei is a fighter of few 
words —he lets his fists do the talking. If you are looking 

for a fighter with some 
punch, then Rhei is your 
rat His weak kicks are 
only effective when you 
are in close to your foe, so 
try punching. Rhei can 
be difficult to control at 
first 




im THE LIOM 


Leon is a well-rounded fighter who uses a wide 
range of surprising motes. He has sworn to defeat his 
mortal enemies, Kendo Coyote and Tai Cheetah, in this 
competition, and he’ll stop at 
nothing to succeed. 





Foxy Roxy or Indrah Prashmet as she is known outside 
of the tournament, is a fighter with tremendous speed. 
Her only drawback is her lack of any real strength. Your 
best bet when using Foxy is a hit and run strategy. \bur 
enemy can’t hit what he can’t catch! She has entered the 
tournament to gain acceptance from the man she 
secretly loves, the powerful Dali Llama himself. 




IVAN BEAR 


no-nonsense fighter, Ivan Bear relies entirely 
on his strength to win batdes. He is slow to react but can 
prove deadly for any inattentive foe. If you use Ivan, let 

your enemies come to you! 



^ A CRUS HUME 
COYOTE ATTACK 


If yuu are hsiving trouble making it through the as the Dali himself! 

gamc»tryusingKendoCoyote.Althoughsomeof . 

his moves can be difficult to master, you can 

alwt^s take out your opponent with a ^ 

Jump Kick, kbu can continue to learn / 

Kcndo’smovesasyoorisetothetopof ^ 

the ranks, then take on the Dali Llama ' 

with the moves you’ve mastered. After -- • 'v.*- • 

you get the har^ of the game, you can 5 

gobackandlearntousetheodiwdiar- j ' 

actcrs.lfyoubeattheDaliLIamaonthe " 
higherskllllevels,you’Ubcabletopl^ 
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Your tim act a» n Starflt*ct nuktt js 
to regi-sUn*. Yoii can select a gender 
and one of the various names. You 
also must be a human. Finally, select 
tliedi-grecof diffinilty you want 


Tht s*l«( Ion of • skill I jv«l In ths rjgk tr ttion 
scrMRik no only p^rt that iffactsthagama. 


Meit your clavsnuucs hi tltecantet!ii. 
You will have five cadets crewing on 
yoiu- simulated nimioas, rach with 
his her or its own personality. 


Simulator 


an ambitious student seek? It career m 
Starfleet. of course. Interplay's Starfleet 
Academy: Starship Bridge Siimilator takes 
you through the course, dnllnig you on nau- 


llic iWTj-pkiyer option lets you bat¬ 
tle abuddy m>ing any ship. Warning: 
die batdes may seem endie*A. 


Intel play hxs packed tour years of 
tmiiuiig into an efficient 8 Mt^abits. 
The result is a bridge experience 
unparalleled in prior Star Trek games. 
You won’t find “away" missions like 
those in Star Trek; The Next 
Generatitwi from Spectrum Hdobyie, 
but youll see and do far more from 
this aiptain’s chair. Trekkers, finally, 
get a game that is as eng^ing anU 
atmplex asthe realtltir^. 
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«rML j| ^'icli 

rh« >yiiov wlt>* tlM ^ 1 

•<4x»c/^ *TA'f 


Cv«» iit »r 

Hsfc&a^m 3* ~flASic <.« 


lu V«»«a MSBJ* 

J.«c*c •Aimhmt' ^ 
Atf-MyejrSr on <)ron« TYtaa*^ 
wtXJ[ 4Jf>l*# ov^iXo 
X»*Am )>ow to AntacAiM^t* 
ovation ^eticc *rt«i 
«4L}r«j:o<Cluw. •^""►"■'-■Tf 


L'u^ iiiyouratrt'ti y’uitVrilllx-iuHh- 
moir: than alicii haiL To i n !pi« wV 
vgur piloting ^ills, spend time in the 
'iniutuor combat nussions. 


11 • » a « x»i^S^ 1 > #x» t 


- fc » * <>«.o • tft* 

n** m^t%» ji* ^ 

tnaim %^f^<ir 

you Mi ) I i>« a *M*t I • •■< 

'C(» c 
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STAR TREK 

STARFLEET ACADEMY 


PLUGGCD 
in FOR GLORV 

After roiuplcttng roqnir<‘d4muhrt«m (-/nn^s,yoii mav ngint frt4pcn«i 
__ tittw in mcMiiiulawr honing y»)iw Aifil^he ( iombat'i‘j uinitig »u\m- 
"" lanir lets yon lest vonrself agniirt a«'mics.Y'nn <.»ii cvui pilot 

alien vr-'»4‘kV(niinavMl‘«Tn;tjvcfanioiu^i hekMenumts 
liketh«'Wr.ubofli.thftiuidTht‘ri«li!>ii)V< ridCoiwiiry. 

comenT TRnminG 


Fight sirtglc'or multiple 
enemy targets using 
Federation or allei ves¬ 
sels. Learn basic 
against light Federation 
ships, then move up to 
the challenge o.F 
Romulans and Klingpnsh 


BRinnCE OP TERROR 


StardAte 1709.2-While 
the Romulan rteutral zone, the U. 
Enterprise receives an emergency 
call From Outpost 4, which has 


been hit by an unknown ship. When 
you respond, you'll Find the ship 
heading toward the RtMnulan neu* 
tral zone. Don’t allow It to escape. 


The tiirae beuc muuiiK tuch ym wfiwru the 
ship's systemsare locatsd get you up to 
speed on nevigatjon end combetbssic6.Vou tfnnt 
hevs to run diuse siFnulatkms, but you ihoulcl. 


UJRRTH OP KRHR 


Kahn, with his genetically superior 
intellect, has taken over the U.SS. 
Reliant and is demandlr^ infbrma-. 


tion about the Genesis device. 
. Caught In an ambush, what do you 
, do as captain the Enterprise?. - 


(..niniuander R(jiluaT»t will be your 
instructor, explainii^ the missiuus 
and answering questions before you 
.md your a'cw head to the simulauw. 
You w ill be graded on c\'cry mission. 


Piy JCvnDon to fiodwnt «nd UK putstions. Most (iiisr 
suns turn outtti bg nKr o comptaxthanthtyscorv 


THE UnOISCQUERED CQUnTRV 


Treacherous Federation and 
Klingon conspirators are planning 
an assassination at the peace con¬ 


ference at camp Khitomer. But how 
will you make it past a Bird of Prey 
that can fire when It's cloaked? 
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THKinGTHCHGim: 

nHGHD PULL imPULSG 

Tht'.se mmint;ini<4ionsteqinrccomUu skills, diplomacyand common sense, plusalfit of courage. They nru the 
eqiiivnleutof tests. Your object is to earn the highest score possible. After completing each mission, 
wliethet vou do well or poorly, you’ll recciw a vrofe itnd a password If the score w.ism’t so hotvStytrt 
again to earn a better score. Tlu* new pa&sword will reflect >'our improved score. Goitls of a mission 
may chiit^cebecauseof various cirrumsranc€S$okecp>‘our mind open stall limes. 




Wnrning; being cal^'hlwtdl tlusattirleniav begitAmds 
for dismissal! Readiug uur strategics is conadci ud to be 
die:cting by Starflcet^but if youYcnot making Aegradc,^ 


rake a look at tht^ missions bellow. I'o be a good Startim 
officer, you must rccc^nizc danger and protect your 
crcw,butyourim’tabandcmyourmi!»ion,enher. 


mission 101 

Remember two diirigs on this mIS' 
Sion. Don't get too close to the 
radioactive probe and don’t take 
too much time reaching It 


mission 103 

The attack on the Moray was just a 
ruse to draw a Federation starship 
It seems. But it turns out that the 
Venturi ora dealing in contraband. 
Be sure to use tactical displays to 
monitor damage to the enemy. 


mission 102 


mission lOM 

Aft^ discovering the disabled 
radiation field, you'll have to 
boring star system to Find the 
return to Hanatx Under cover of the 
ship approach the disabled vessel 
it to safety. 


Track down the Kittyhawk and 
save the remnants of crew from 
the attacking aliens. Don't conhise 
the alien ship For a Fed vessel! 




S'tiur'i^k 


i 


i t «iiei ^••odinv ttf 

eofmu^iea't ions c 
WM** In an ion 

Ttinn daeidad are f 
on ^Ikoir* mission and I 

liaoo tioadod 'to Soo'tov* ^ 



mission 105 

Destroy the three Venturi beacons 
in the li^ama Nebula. Remember 
that your sensors and shields won't 


work. Put your repair priority on 
hulls and be ready for the Venturi 
to arrive if you take too much time. 
The trick 1$ to get In and out before 
the Venturi know you're there. 


/ 

1 
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It'S mile- tu st«rp up lo a betu'i shtudnii more diflicult 
luis^tokis. If vou mude it du ough me first f ivc nussioiw 
with passing grades, suu'ie doing well, hut don't get 


< t«ek). Sophuitiot don't get a breaks They’re tioi 
expected to wi.tke rookie mistakes^ but tliey suU don't 
havctheexpcriemvthct nettiThiswillbea tough year. 



|T|IKKinn 7ni to be cooked when dw system goes 
11II001 Ul I CsUA nova In 13 hours Choose either the 
Aboard the Excallbur you'll go to the children, the scientists or the Nval to 
Menith system to save one of four earn a 100% grade Sometimes you 
parties who are othervirise doomed cant save everyone 


(.Attain* isy 

'W>e yrlwwrir 
*tef> 4 m He«4«h 

II •• new* in 
• pvvMM IV «4 m ii»e » e 


Freighters have been disappearing 
mysterious on the MIraz passa^ to 
Albu Your investigation leads you to 
a secret Klingon base guarded by 
several Birds of Prey. You are out* 
gunned and outmirr^ered Return to 
base widi the Infonnatioa Dont fight 


Venturi ore ral^r^ a ruckus In 
d>e Zeta, Lambda and Mu sec¬ 
tors Check on each colony, and 
try to avoid a fight 



nvkAd 

SX«s^ is Kir^k 

n«Ml Hint t*m 

Vi I IsInsI 


On the surface, diis ndssion seems 
like a simple delivery. You are to 
drr^ Dr. Hungl to the hlAwklng 
Conference on Newton II. You'll 
besin tosuspect that all is not as it 
seems when you find Harry Muckfs 
helghter unw attack. 


_ Wjurru _ 

Tbis is 
Hu44 

^kns sou s*v«i4 f>io« 
Ho«# sou woui^ 
si^et»u«is Oaw ms sKiS o«> 
Moor*« %*A bo nulto 
sv^’tof'ui; u««»s 

*«saklObs« i MisbO 


BEjiKfflS 

THTlTyrM 



KnTiT»ifTi?>^T 1. 






PTi. 1 il 4 




ina w 
aooac 

8?, 




mission 205 

First contact with the Koth sends 
you on a diplomatic mission to the 
janus sector wheare you'll transport 
a Federation ambassador. The 
Romulans will likewise send a rep¬ 
resentative The Romulans are as 
unpredictable as always, so you 
must be ready for subteii^. 



If you iwyour ww fMl Mm thitt thoK ^ 
t Mih ship inM JtmsvtfKir. Sov^ 00 IQ Gato^ 



ttlum m tf mtht nmsoM Mk • RornoMmli 
to dhoctyou and ptmm mt MaritioR fiom 
avtr maabng ar Mooiiadno vM tha 



Tstl tbon ws an 

unoxipa«««>d Visors IoAa and 

asoiasiso. 











































Now ihit yOii’vc movv4«ip?lt* the biyd )«3i^^imNas]9i«fiveamwer&Fi^ itsaouwwou 

(.ur'-t^MiroM * 'iissshipj* ii 'pctU .lud musi i-.«m vi'Ui I'l.uli, biu m ‘H U) to help with winr 

uioii-powcrlul wtajxWN -il s uuie that vou on him** tlial even (‘aptatii Kirk could have used. 





ation is far worse. Who is behind the 
destruction of Federation outposts- 
Romulans or renegades whom they 
say have stoJen the ship? The 
answer lies In the Clark system. 


A new Romuian ship has appeared 
near the border to test Federation 
defenses, but you'll find that the situ> 


The beginnirtg of six. war scenarios 
starts with this mission against the 
Klingons. You must fincTa supply 
depot In one of three Kilngon sys¬ 
tems, then return to Fe^ratlon 
space, if you’re quick and lucky, 
you may not twive to fight 


* tK aisre* t(> irov 4tui 


ni7>02e 

Urwn 


This war game with the Excelsior 
will take you into four star systems 
and nrtatch you against an oppo¬ 
nent with greater nrepower and 
improved sensors. You must find 
the Excelsior quickly, dien engage 
her. if she reaches ail four ^sterns, 
you lose the exercise. Keep your 
hull repaired. 


During a break in die war with the 
Corn, you are sent In to destroy 
four shipyards You1l have the help 
of a fleet that should draw away 
defenses from the shipyards Make 
sure that your targets are military 
and not civilian . 


Your mission Is to monitor space- 
time rifts near the Demeter i^oto- 
star, which lies In a sector near 
Romuian space. That should be a 
clue that this won’t be any ordinary 
science missioa That is confirmed 
when you discov^ a Phoenix class 
warbird In die system. Then you 
pass through the rift - 


On the far Side ofihe riftvou'N ancountertha 
Phoanixalong wMt a Tliolian ship and a Gom 
Cnaser. Than a message indicates thatyou tew 
Ml been captured by flia S^-anystetious alieh 


racethaivnsheeUstudK the four specieste 
darermine which is strongest Oo you go x alone 
or is there anotharway to survwe this melee? Usa 
a8 ymr ship’s ^stemsta firm the ZY* weaKness. 
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Coirn 4Ut*A iplannxr»9 
bioleiriOAi on 


SOcuftoK 

‘n%^ sJtiv lookodl liko a 
ConsOiOMkon «l*so. bu^ 
4obK»is indiooOos iO «aa« 

UonO uri*. 


Tholian 

So vou bavo oon'o omO O 
MOux^ nobula Oo faeo us 


Tholians and Ut^n-tuari 
That'o sv cosy' allaanco 


t you h 
t n you 

t arnoa 
ns^u 


VOWMBfif 


The t iniU year oi your acddemy edm ation takes place able action, particularly against the Tholkins and Gom. 
with the continuing military missions. Although yott Fortunately, they don’t have the best ships. You 11 also 
aren’t expectc‘d to wreak havoc, you will see consider* have a final exam afUT complc'ting mission 405. 


mission MQi I mission mos 


You’ll have to use your Initiative on 
this classified mission into Corn 
^fiace. Find a Federation ship on an 
intelligence gathering mission, th«i 
use die Information to stop a bio- 
logical attack, but don't forsake 
oimr Federation officers 


mission M 02 

Starfleet Is winning the war against 
the Thoiians Ixit you may not oe so 
lucky when your orders change, 
sendiiTg you Into the Praetus sector 
to launch a special probe. Be pre¬ 
pared to meet multiple Thc^ian shi|:^ 


The main Corn fleet is movipg 
toward Federation space. Starfleet 
has discovered freighters secretly 
suf^lying the Com. Patrol four sys¬ 
tems andtry to stc^ the smiiggllng. 
In toe Saracles sector, smuggling 
activity has been witnessed. 


mission MOM 

When a Federation fleet crosses 
into Tholian space, a major battle 
will ensue. In order to protect 
colonies along the border, you are 


sent to Stonrak, Klahmac, Delphi 
and Diogenes. If the Thoiians win 
the battle, you'll have to face them 
on the frontier without support. 
Expect a tough fight 


mission M05 

Although the Thoiians have 
claimed that a Federation heavy 
cruiser has violated their space, 


Starfleet has no knowledge of such 
an event You are sent to the scene. 
Head to Kappa where you’ll face 
the Thoiians, but don’t start shoot¬ 
ing until you’ve checked th]t>gs out. 


The liiial ex.tm puts yuu in the 
famous Kobayashi Mani sce¬ 
nario—the classic “no win” Situa¬ 
tion. How will you perform in this 
ultimate test of character? Admiral 
Kirk wraps up the debriefing. If 
you’ve maintitined a passing GPA 
throughout your four academy 
yetrs, youll graduate mid bccomen 
Starflwt ficcr. Go^ luck, cadet 


ern: 99y. 




















































































ST^CE i 

KID IN THE FOREST 

The first chance for Kid Klown to fall flat on his 
face, which he does with amazing frequency, 
conies on the mountainside. While bumbling and 
fumbling down the mountain path, KK must 
dodge rolling logs, flying axes, and bombs. Pits of 
spikes must be leaped and thorn bushes avoided. 

Whan the logs start to thun* 
der down from above, Kid 
Klown can either leap over 
them or onto them It he 
lands on a log, hall end up 
log-rolling for a short time 
Jump off again quickly 


SLAPSTICK 

When Blackjack the 
pirate kidnaps 
Princess Haney, the 
desperate king turns 
ta Kid Klawn— 

K&nca's hero in a 
map wig and size 33 
shaes. Twa elements 
sttmd aut in Kid Klawn. First, the slap¬ 
stick animatian is varied and fun. 

Secand is its unique forward sciplling 
perspective. But Kid Klawn has a few 
problems. The play control feels awk¬ 
ward at first and the time spent an prat¬ 
falls can be frustrating as you watch the 
tiriier fuse burn dawn. Furthermore, the 
le wan t keep advanced gamers 
bu^%^ long. On the other hand, with 
excaent graphics and a unique play 
experience, KK 
deih^wa^^ 

lower right to the upper 
left ftu can control nis 
speed and direction while 

avoiding traps and collect- / 

ing Items tha cards that m A A 

dangle from balloons sAJTJ? 


Tha goal in each stage is to 
reach Blackjacks bomb 
before it blows A burning 
fuse acts as your timer The 
second goal is to collect 
the playing card suits 
Without all four Card Suits, 
you wont progress 


Cannon balls will toast KK 
unless he jumps over them 
Run along the side of the 
trail It IS easier to jump 
over most obstacles there 


Even water presents a hazard 
When KK gets wet. he stops to 
shaka himself dry like a dog 


STAGE 2 

IN THE CITY . 

As everyone knows, cities are full of hazards. This town, 
with its traffic and exploding fire hydrants, is no excep¬ 
tion. KK can bound over these obstacles using spring¬ 
boards. Since the scrolling never allows you to go back¬ 
wards, be sure to slow down or you may miss items. 

KK gets blasted by fira hydrants if he's 
not careful Kaap on tha lookout for 
man-holes, traffic barriers, and soda 
pop cans that will trip you up 


Soma of tha spnngboards 
have been placed near tall 
obstacles like walls If you 
hit the springboerd, you 
won't have to clamber 
over the wall 


Crosswalks dont 
offer any safety in 
this town Cars don't 
slow for anyone 
Cross m the middle 
so that you havatima 
to dodge cars 
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STAGE 3 

IN THE l?IOIJNT>9llN 


For high adventure, the sec¬ 
ond mountain area does it alL 
Boulders crash down on nar¬ 
row paths and, for the first 
time, Kid Klown can fall off 
the path and lose lots of HP. In 
places, the path splits into two 
roads. The goals remain the 
same, but the challenge is 
much tougher. After this 
st^e you can reach a bonus 
"air hockey"'game. 



T\\b stona moves faster than KK so you'll 
have to give It room to pass In this case, 
Kid Klown should move to tha left or gat 
flattened 




There’s fire to the left 
of Kid and fIra to tha 
nght What is a Klown 
to do’ Stay in the mid¬ 
dle and jump over tha 
leaping flames 


Blackjack will smack KK 
withamalletif yougive 
him a chance Keep mov¬ 
ing or the pirate may 
hammaryou 


ST>lkGE 4 ST>lkGE 3 

IN THE CASTLE IN THE GHOST CAVE 


If Kid Klown had any sense at all, the ice castle would 
freeze him from fear. Plunging blocl« cast unwary 
travellers into an abyss (and a hidden bonus area) while 
sculptured faces fire blazing shots. KK should often 
hug the far side of the path where he usually won't fall 
off. When you come to a balloon, slow down and make 
your jump count 



This creature had peppers for 
lunch and his breath is flaming hot 
Suck to the middle and sprint but 
beware of falling blocks just 
ahaad 


Blackjack shows up in a jat 
sled to make KidKIown's 
life a misery with his 
freeze ray Don’t let him 
get behind you 


Kid Klown finds himself deep in a haunted cave, pur¬ 
sued by a ghost, tripped up by tridents and grasping 
hands. You can even swing on a tongue, but the face in 
the wall might enjoy a clown snack. The final area pre¬ 
sents several new cricks, like ndmg across chasms on 
hangup bars. There are both falling and flying bonus 
areas where you can collect coins. 



Leap through the fences as 
they drop from above If you 
are stopped behind a fence, 
you'll lose HP 


Ride across the chasms to 
mcraase your speed and to 
stay ahead of the ghost If 
you fall in a hole, you'll 
climb out but lose HP 



THE SHADOW 


BOIMLIS AREA 


The most useful tip is to use the 
shadows to line up your jumps to 
the balloons. In most cases you 
have only one chance. You can 
also reach bonus areas by stum¬ 
bling into certain objects or traps. 
KK then flies upward or drops 
down into an area with coins and 
obstacles. 


Move leti and right in the bonus ar<Ms to 
collect coins while avoiding obstacles. If 
you hit an obstecio, you’ll return to tho 
game. 


Jump from thv shadows on thu path to 
reach the balloons and claim tiieir items. 
Some shadows may actually be falling 
(Ejects 
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’f pj r cikkOf yfa^sHno and Dot ^ ’ 
ijr are the fun-loving / e 
'ilf and goofy group of ^ 
pint-$i 2 ed super heroes ‘ 

known to Saturday ^ 

morning cartoon fans J 

os the :|lnimaniacs. 

Jifovr, they're starring 
in Konomi's latest 
release for the Super 
IT^S' there's no ^ % 

douht that their V ^ 
video gome dehut 
could he even more 
successful than -vtros 4 

their rise to television 
stardom, 'fhe action is of 
the non-violent variety, 

hut it proves to he guite ^ 

a chaUenge/^ A" 


Animaniacs characters, 
names and all related Indicia 
are trademakrks of Wirner 
Bros Ql 994 €)l994KonaR)i 


The aastardly duo known as Pinky and the Brain is on the loose and ready to 

cause a mess of trouble. TheyVe gotten word of a hot new script at the Warner 

Bros. Studios. Althoi^h their skills as filmmakers are not nearly as developed as 

their prowling prowess, Pinky and the Brain have their deranged 

and cnminal minds set on stealing that script They want to 

make the film a box office smash and use their newly found 

millions to take over the world Can the Animaniacs stop 

them?. 


There are many friendly and 
not*so*friandly charactars for the 
Animaniacs totnaet along tha way 


Collapt Gold, 
and Silver Coins to 
use in tha Slot 
Machine Get three 
faces in a row to hit 
the Jackpot of 
extra Continues 


Your mission is to m»a 
your way through cacF^ 
of the studios at Warner 
Bros. The missing movie 
contains 24 Scenes and 
every single one must be 
found to get the best 
ending. Not all of the 
Scenes will be easy to 
find, so leave no studio 
unturned! j 


Yakko, Wakko and Dot have come 
across something, but, unfortu* 
nately for tham, it's not edible 


lt*s a communicator* The Warner 
Bros CEO needs the Animaniacs 
to help retrieve the stolen script 
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The Animaniac over world consists of several special theme studios on the 
famous Warner Bros. mo\'ie studio loL Wakko, Yakko and Dot must make their 
vmy through each building in search of the missing senpt pages. \bu may go 
through in any order youd like. Once you find all 27 pages, youll be ablcjto, 
enter the Editing Room in the top left corner of the overworld. • 


When youVe exploring the sets of e 
movie studio, who knows where your 
imagination will take youl 


After you receive the 
mission instructions 
from the studio'head, 
you’ve got to make it 
out of the building and 
onto the overworld 
Think of headquarters 
as a practice run! There are Coins to collect, Boxes to 
break and Planters to push. Pay attention—these skills 
are going to come in 
handy later on in the 

game. j ^gSsj fl-l m ll j I 


Unfortunately, this cons tabu* 
J do-gooder has taken a 
I break from his coffee and 
^ ^ J doughnuts in order to make life 

r for Wakko, Yakko and Dot extra- 
^ ordinarily difficult During the 
stages, Ralph, the security guard, appears in an attempt 
to detain one of the Animaniacs. He also keeps watch 
on the ov^erworlcL In both cases, the best w’ay to avoid 
being hauled off to the pokey is to keep a good distance. 




[7r.[g>j:ai 


Dot braves the Buzzards in an 
attempt to rescue one of her fall* 
en friends from the Water Tower 


The studio's water tower 
becomes e prison for captured 
heroes 


In the Studio 
Headquarters, you can 
prectice moves like the 
Short Staclwneuver, 
but don't fa I imto the 
Qpp's clutched' 


Officer Friendly rises to the occa 
Sion m order to douse hopes of 
rescuing the captured Animaniac 
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The entrance to the .i\quatic Studio is to the left and up from the Studio 
Headquarters, and it’s a fine place for the sea-faring adventurers to start off. Get 
ready for some wild water action, though, because this famous set, from the movie 
“Jaws,” IS filled with snapping sharks, squeezing squids and blood-thirsty pirates! 


These oversized Clam Shells can giva ■— 

you the extri boost you need Be 

sure to bne up correctly when lump* / V 

inn iin «ll ./iA* 


To get the Barrel going in the direction you 
want to go, face the opposite way end 
walk Directing it can be a little confusing' 


Use the flash maneuver to move 
the Raft forward 


Crossing the sea on a 
small Raft can bee big 
risk TNssherk'sbiteis 
certainly not an acti 


Don't dillydally or you'll ba 
snatching defeat from the "Jaws 
of victory in no time at all 


There is an important See ne to 
be found in the first section of 
the Aquatic Studio 


Check out the nooks 
andcranniasof tNs 
old Pirate Ship \tu 
never know what 
you might find Dot 
found a Com behind 
the mast' 


Jump on the cannon to 
shoot the squid 
mini* boss After he is 
defeated, jump on the 
cannon again to get a 
Scene 


These scene* stealino pirates are going to make 
It difficult for you to leave, though 


l-SSK 



The encounter with the squid is {^thing cump^ed to 
the battle against the big brothei^and his friend, the 
Sea Captain. Don’t let them 
shiver your timbers, though, 
matey. With some special 
Amman iac teamwork, they’ll 
be all washed up in no time. 

Your main challenge will be 
to keep the cannon lined up 
properly. Every time the 
squid slams his slimy tenta¬ 
cles, It bounces the cannon 
away. 


As soon os the 
squid retreats to 
the murky deep. It 
will be time for the 
Sea Captain to 
walk the plank 


First, push tha cannon to the 
centerof the screen If it 
bounces away, push it back 
quickly 


Jump UD and aown on the cannon to send a 
powerful cennonball shooting toward the 
squid and Sea Captain Keep jumping' 
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The next mission takes you where no mouse has gone before. The Sci-Fi Studio is 
located to the left of the Studio Headquarters, but the aliens you’ll have close 
encounters with arc definitely from out of this world! Because Wakko, Yakko and 
Dot aren’t equipped with space zappers, they’ll will have to rely on fancy footwork to 

outwit these weirdos! 


Dash this silly 
scarecrow several 
times and you'll be 
re warded with a 
Scene 


Don't walk too far right from the 
scarecrow, or you'll never ba 
able to shako the alien 


Beware of where 
these springing 
scorpions arc 
planning on land' 
ing 


Not all of the exploding eggs are full 
of scorpions Sonaarehometo 
cute little birdies 


Don't stop for good' 
IBS along the way or 
the bovJlinQ balls of 
death v\nll flatten 
you iikeapancaka* 


This bucket of 
bolts doesn't seem 
to do much, but if 
you Dash into It 
you'll discover a * 
secrat cache of 
cash 


A perfectly placed 
Dash behind the Cop 
will put him in his 

e lace-flatonhis 
ottom! 


Terminate the robot before he terminates youl Run to the right and 
Dash into the switches to turn the robot into rubble. 


Things are looking up on the Freight Elevator avoid tne scorpi 
ons as well as the jolting electric shockers 


There^ some mon' 
key business around 
here Avoid the 
bones Bobo 
throws 


The Animamacs’ odyssey has 
taken them through the bizarre 
world of the Sci-Fi Studio, and 
they’ve encountered many 
creepy creatures and mutated 
monsters. At the end of this 
stage, though, you’ll have ta; 
“gear up” to go against mouii^‘ 
tains of monoliths and machin* 
cry to make it out alive. Uie 
CEO certainly chose the righw? 
mice for this job. Go, 
^Animamacs, go! 


Watch out belowl The monoliths will flatten you 
es they fall, but once they've landad. you can use 
them to reach the Coins above 


This story hasacomicai ending) Check out 
Charlie Chaplin's cane to see if ne has a 
funny Scene for you 


sci-PL 
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The Fantasy Studio is as wild and wonderful a place as one cx)uld imagine, but it’s 
definitely one of the most challenging areas of Ae game. Each section is complete¬ 
ly different from the one before it. Another thing you might not be ready for is the 
fea that this stage is going at about 55 miles per hour, and it’s not going to wait for 
- ^pokes! 


Stand on top of the errow near the edge of the pietform 
\bu should be eble to catch the head es it surfaces 


This stage will tast your ability to be quick on 
the Control Pad Position tha leader to fit 

Follow tha bunny on a broom stick r- » ^ t 

in the first part Jump end move as •’T' , 

he does to avoid e crash 


\bu won't be able 
L to stay on the 
1 dogapillarfor 
I long Jump *• 

/ Ifomhistailto 
f his head ashe 
dives and resur¬ 
faces 


Fnese card-carrying 
diemondbackscan be e iminated b 
into them In some areas, you will 
destroy all the Cards to proceed 


It will be difficult to evoid tha buzzards es you run for your 
life Think fast and don't let them get you down! 


Use the balloons to get a little boost Investigate doors in the beck 
ground—they may lead to Bonus Rounds full of Coins 


It looks like Yakko has had an unfortunate run-in with the lew. 
Use the cards as trampolines to bounce up, up and eway 



2 . 



L 


Unfortunately, the fight with the King of Spades at the 
end of the Fantasy Studio 
isn’t all fun and games. This 
card has a bad attitude, and 
he’s got it in spades. With 
some fancy footwork and 
quick thinking, you might be 
able to turn the tables on him. 

With practice and paucncc, 
the Animaniacs can do just 
about anything! It’s a gamble, 
but you’ll be a legend in your 
own time. 


The recipe for suc¬ 
cess in the Fentesy 
Studiacalisfor ^ 
repeafingthestepi 
describes until the 
King of Spades 3S 
dealt the final blow. 


first, play possum with his 


play poi 

hghness Trytogethis 
attention, but look out if he 
comes over to your side 


When the King comes running, mova quickly to 
the left side The 2QQQ-pound anvil will drop 
and flatten the royal rebel 


I 

j 
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THE DUSTY TRAIL 


ANIMANIACS 



Thejur^le atmosphere of the Adventure Studio is reminiscent of a land that time 
forgot. Unfortunately, it’s the mneues and the Ammaniacs still liave many pages of 
the script to rescue. Technology has gone out of control and filled this overgrown 
outback with a menagerie of mechanized monsters. 


When you can, mow to higher 

g round Don't step or^ the 
anana peels, though, or off 
you'll gol 


Use the Short Stack 
jump to make it to all 
those hard*to*reach 
spots 


Thera ara hungry Crocodiles in 
thosa murky depths Try to stay 
out of the water by traveling 
through the trees above 


Grab coconuts as soon as 
they've been shaken 
loose, then quickly throw 
the m back at the hovering 
craft 






Now It's time for the Ammaniacs 
to grab a vine and swing fnto the 
action Next up on the agenda is 
the Ancient Maze 


Just when you think the caper 
of the missing script is solved, 
the Bosses come back to haunt 
you. %u’U have to put your 
film making career on hold 
temporarily to fight them off. 


The Vampue is goir^ to be after you from the beginning of 
this stage to the very end. \NTiether the end for you is happily flying off 
into the moonlight, or reaching and end of a more permanent nature, 
depends on your skill in hiaipulatmg the Mine Cart. As it races 
along, yOx^'will have 
to and 

jump it 

through. 


You will 
have to avoid the 
Wmpira while your in 
the Mir^e Cert and on 
foot 


When things get 

? oing too fast, use the 
tart Button to pause 
the game and collect 
your composure 


If you can hold your ground against the 
Studio Bosses advances, get ready for 
the fight of your Me against the more- 
than*mischievous Mice 


Near tha end of the Stage, the Mme Cart goes 
off a big jump and you are sent off into the 
moonli^t 
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snMJ^BX rfr 

You may have seen these ^ * 

extraterrestrial law-riding 

rodents rumble acrass your television 

screen In cartaans, but naw you can 

fain in an the motorcycle act^n. 

KonamI brings you 

Biker Mice from Mars, ^ 

a racing game with a 

twist. With 30 differ- ^ 

ent tracks ond three , 

differefa skill levels, it ^ 




has plenty of racing — 

action for players af all ages^ Players 
wha prefer a true^a-life racing game 

will mast likely be 
disappah^ed, but 
far the rest af us 
^ there are same 
entertakiing fea- 
tures in this game. 
When you first begin 

_ ^ - playing, the 

control seems 
sluggish and 
^ awkward, bat 
^ It improves 
you upgrade 

Each track 
varies in diffi¬ 
culty, throwing a wide range af obsta¬ 
cles In yaur path to keep the game 
both challenging ond fun. 


HERD-Ta-HEnS 





Have you been playing all 
day long while your friends 
sit around and watch? Let 
theinjoin in on the fun witli a 
two-playi r match. The screen 
splits so each player can fol¬ 
low his own character in die 
race. The only drawback to 
the split-screen view is that it 
reduces your ability to look alicad You might want to 
practice racing for a while before you challenge a friend 

so you won’t be thrown 
off-guard b\’ a tricky spot 
on the track. There is also 
a two-player option that 
will allow you to challenge 
)T)ur friend without the 
other racers. 


■HTTLE RREE 



If you would rather shoot than run, you should check 
out tlie Battle Race game. Winning is still the object of 
tlie race, but you don’t need to complete the race to win. 
If you can get your ene¬ 
mies in your sights, you 
can shoot them and elimi¬ 
nate tliem from the race 
The last racer standing 
wins! Don’t forget that you 
can only race until your 
armor runs out 



If you want to get a good look 
at a track before you race, 
select the Practice Mode. You 
can test drive any of the tracks 
without worrying about the 
other racer knocking you off 
the track. The Practice 
Mode also keeps track 
of your best lap and 
track times, so you can 
compare the different 
racers on each track. If 
you can beat the record 
time on a track, you can 
be pretty sun*' you’ll be 
able to win a race on that 
track. You won’t have the 
benefits of Power-Ups or 
weapons, so your times will 
seem slower than they are 
in the Normal Race. 
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When you opt for the Main Race, 
you'll need to pick one of the well- 
rounded racers if you ^^'ant to win. 
Each of the difficult lewis is set up a 
little differently, so be sure to prac¬ 


tice before you start raang. If you 
lose while you arc in the middle of 
one of the circuits, you*ll be frustrat¬ 
ed very quickly. Once you’re ready 
for the race, keep your finger on the 



throttle button and don’t let up! 
The object is to win. To do that, 
you’ll Imve to keep from beir^ 
disqualified. 











The Easy Skill Level has three rounds 
of five races each. The other racers 
arc not very smart, so you don’t need 
to worry alxiut 
purchasing 
much Armor. 

If you invest 
your win¬ 
nings in new 
engines and 

better tires as soon as you can, you’ll 
be able to speed your way to the top 
of the rankings If you can’t win one 

of the races, you 
can make up the 
missing points in 
a later event As 
long as you finish 
in the top three 
spots by the end of the round, you'll 
movt: on to the harder races. 
Modo, Grease 
Pit and Lim- 
burger are 
your best 
picks. 


The Medium Difficulty Lewi has 
two more rounds of five races, 
bringing the total number of races 
to 25. The later tracks in tins level are 
very twisty, 
so you'll 
need to 
build 
up both 
engine and 
tires before 
you finish 
the thii'd round. \bu can build your 

weapons 
and armor 
as needed, 
but don’t 
waste your 
money on 
u nne ces- 
sary equipment If you choose a 
racer with a strong gnp, you'll be 
better equipped to handle the hair¬ 
pin turns you’re going to find. 
Throttle, Vinnie and Karbunkle are 
good racers for this lewl of racing. 


Now that you’ve 
manned to make 
It through the 
Medium Level, 
you’re ready to take 
on tile best this game has to offer. The 
Hard offers pla)ers one more 
round of tracks to test their skills, and 
these tracks are 
tough! Pick your 
favorite racer and 
build him up as 
quickly as you can. 

You’ll need all the 
power you can get, including weapons 

and armor, 
because your 
opponents arc 
out to get you 
tins dme! If you 
find you just 
can’t make through all of the tracks, 
you cm play a tw- 
playxT game and let 
Player 2 sit idle. It will 
be one less racer for 
you to beat 


GBk:Asr PIT 


LuluxT lilt* rar<T>. h.w».i dif tereiii 
spcciiU weapon that you can use 
io elimiiiatf your ronipcriiion. 
Von won’t b able to use yowt 
weapon on the first lap of a 
biuir will fully lechargc'oath 
after the first. Wth ceiiain 
we-apons vou <an slioof tbii 
leader of the rate. Wrh othe-r 
weapons you can guard your tail 
andlw-vp your lead. 


Tornado 

shoot a good disimc In 
front of you. but wa^ 
unbi t'ln so* vtnir 

oppor.ntMbf^you 
lire. 

Modo IS egUippud wdfi 
die Bionic Cresh. When 
actfvatf'd, hk can crash 
into tha othor racors and 
^mage tham. K will also 
boiKAMod^Vspeod. • 


Vhrneenable to 
)ump his bika and 
londontopofthe * 
other riders. This is 
a difficult weaMn to 
use in the Batua 
Modcofthe9ame . . 




Sriifaff rit can drop 
ttmtwill t«m 
pourily Uimhisani 
m IS Into pilosof 
|r: •iH HiSWtipon 
vyorks b^stwh^n 
drop^uib 


Kaitunkla con turn .. 
his nnofnies I'lto * ’ 
mutiints with hi$ spe* . . 

«:ial weapon. If you r| -c * 
gat hit, you'll have to 'll 
walk until tha effects 
wonr off. % Si' 


LmsBum 

Limburgrr IS highly ' 
charged with elec* 
tncfty, sc watch out) 
If you get hit with 
this shot V9u're In 
fora shockingsor* 

ptlSSiv.,. . 
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DEMON’S CREST 

HOW DO I OPEN THE DOOR IN THE NORTH- 
EAST CORNER OF THE TOWN IN STAGE II? 



T he door in the upper right 
corner of the to^\'n in Stage II 
leads to a Black Lotus potion 
shop To open the door, you must be 
Firebrand and use either Tornado or 


Buster Power. To get Buster Power, 
go to Stage II, Section 2 and use 
Ground Gargoyle to break the fire 
fountain. Step into the hole to warp 
to Section 4, then fight your way to 


Section 6. Defeat Ovnunu, the slime 
eyes, to get die Buster Power. Return 
to the town and use it to open the 
door. The Black Lotus shop sells all 
of the potions available in the game. 



Use Ground Gergoyle to break the fire founiein. then 
warp to Section 4 end continue to get Buster Power 



Return to the town with BusterPower and use it to 
open the door to the Bleck Lotus potion shop. 



You can also usa your Tornado Power to jump over the 
we'l and open the door to the Black Lotus potion shop. 



HOW DO I BECOME THE ULTIMATE GARGOYLE? 



T here are two endings to 
Demon’s Crest. The one 
you see depends on how 
many of the talismans, urns and 
vellums you find. If you find all 
of the talismans, urns and vellums 
in the game and defeat Phalanx, 
you’ll get the Ultimate password 
You can use the password to play 
through the game as the Ultimate 
Gargoyle. This time, you’ll face 
the ultimate enemy, the Dark 
Demon, as your final foe. 



If you collect til of tht items in the gsme and defeat 
Phalanx, you II earn the Ultmtte password. 



Use the password to become the Ultimate Gargoyle 
This time, you II have to beat thi Dark Demon 
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ILLUSION OF GAIA 





HOW DO I DEFEAT THE VAMPIRES IN 


I f you’ve placed the two statues 
and arc still in the fonn of Will, 
you should retrace your steps and 
find the second Dark Space before 
tryii^ to battle the Vampires. In the 
second Dark Space, you can trans¬ 



Retrace your stsps f rom the room where you place the 
stetues, but don t slide through any holes. 



form your character from Will to 
Freedan, who will have a much easier 
time fighting the Vampires. To find 
the second Dark Space, retrace your 
steps but don’t slide through any 
holes. WTien you come to the place 


Cross over the lowered spikes to reach the secorxJ 
Dark Space Char)ge into m of Freedan 


where diere are six spikes that rise and 
fall, dash over th<* spikes to the Dark 
Space beyond and change into 
Freedaa Now return to the vampire’s 
lair and use his Black Friar ability to 
atttack them f rom a distance. 



As Fre^an you can usb the Black Friar abJity to 
attack the vampires from a safe distance 



HOW DO I FREE KARA FROM THE PAINTING? 





I n Angel Village, when Lshiar 
traps Kara in his painting, 
vou’ll have to solve a series of 

4 _ 

riddles in order to free her. The 
final riddle is the most difficult. 
The answer is that, unlike the first 
room, the wind is blowup in the 

second room. When vou solve all 

/ 

of the riddles, Ishtar will give you 
some M^^ic Dust. Sprinkle the dust 
on Kara’s painting and kiss the 
painting to free her. 



Pomt to Will's windblown iMtr to solva tha last riddle 



Sprinkla the Magic Dust on Kara's Painting 


I 


HOW DO I GET THE SPIN DASH? 


B 


o get the Spin Dash, go to ihi: 
Great Wall and fall to the 
Ifdge where there is a Dark 
Space Walk up to the Statue of 
Will to get the glowir^ sphere it’s 


holding. You'll then learn the Spin 
Dash, t'o perform the move, hold 
the Attack Button down until Will 
begins to flash, then tap the L and 
R Buttons quickly until he begins 


B 

to spin. When he becomes a blur, 
you can use the Control Pad to 
move him in whatever direction 
you choose. Use him to blast 
through enemies or fly up inclines 




At the Well fell to the ledge with the Dark Spece. 



Go to the statue of Will to learn the Spin Dash. 



Hold down the Attack Button, thert tap R and L to spin. 
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THE LORD OF THE RINGS 



HOW DO I HEAL AND REVIVE 
CHARACTERS? 


T o hfal characters, use a heal¬ 
ing Item such as Moss or a 
Mushroom. One item 
restores the hit points of the entire 
party. If you lose a character, there 
is no way to revive him. If you want 
to continue with your full party, 
make sure you record passwords 
each time you add a character or 
find a significant item. Now, if you 
lose a character, you can resiai t die 
game at the last password, but 
you’ll have to retrace some steps. 



To heal ailing part v friembcrs. use items such as Moss 
or Mushrooms. One item heals all members. 



You can restart with the lost character, but you don t 
have to have all characters in order to finish the game 




W hen you and your party 
approach Old Man 
Willow, he’ll bewitch yon 
with his mx-sterious song, then, when 
you’re close enough, he’ll devour 
everyone except Frodo. Only old 
Tom Bombadil, the oldest man in 


Middle-earth, can rescue your pals. 
Go Left then l^p from the old u ee to 
find Tom’s hut in die nordicni part 
of the woods. Talk to Tom and give 
him Old Man Willow’s letter, then 
ret urn to the tree Tom will be there 
already. He’ll bring out his mystical 


flute and play a magical tune that 
will make Ae I'otten old Willow free 
your friends. After reassembling 
your party, go back Up several 
screens to find a Bag that holds the 
Elvish Book. Now you and your par- 
tv can continue to Barrow Downs. 



When you approach Old Willow he II entice your 
perty wi^ a terrible tune, then he II devour your frieids 





^ ; C1046/QO‘i‘? 


Go west then north to Tom Bombadil shut m the 
woods Show him Old Man Willow s letter 



n 0050/C053 


Return to the old tree Tom will piey his flute end make 
Old Man Willow free your friends 



HOW DO 1 PICK UP THE LAST TOMB KEY IN BARROW DOWNS? 



T here are five Tomb Keys 
in Barrow Dowas. but you 
can carry only four at 
once. There are two for the third 
slot. You'll have to use one of the 
keys before you can pick up the 
last key. (The second kev for the 
third slot IS in a cave, which was 
labeled as Cave 11 in Volume 63 
but left off the explanatory 
chart) Before you get the key, use 
the other third key on one of the 
locked doors in the area. 




ThelastTombKgyislymginecavt You'IIntsditto 
Open a door in oneof the later caves 


You can carry only four keys so use the third on a 
locked door before lookir)g for the last key 


80 NINTENDO POWER 
























































SEAQUEST DSV 


HOW DO 


Perry CZ/sb^e 


B ecause ihc places where mis¬ 
sions begin aren’t marked in 
any way, it can be difficult 
to find them. Using a combination 
of Sonar and probes helps. Use 
Sonar to sec the distance to your 
target. When the Sonar gauge 
shows that you’ve reached the tar¬ 
get, send out a probe. If it comes 
back to you, move a short distance 
and send another probe out. When 
you’re close enough to the target, it 
will lead you to the mission. 



Use Sonar to see how far away your target ks Keep 
moving until tiiegauge shovsis that you re close 



Keep sending out prdies until one of them finelly 
leads you to the beginivng of e mission 



HOW DO I FINISH THE WHALE MISSION? 



Y OU mttst first collect all of 
the flashing canisters m tlie 
area. Extt the Speeder to 
pick ttp the canister, hut be careful 
about where you park because there 
are many enemies m the area, and 
even the fish and sharks can cause 


damage to ihe Speeder’s hull if they 
swim into it. Eventually you’ll come 
to a latge Whale, which won’t let you 
pass by To complete the mtssion, 
you’ll have to exit the Speeder and 
attack ihc Whale. Kex:p firing at the 
big beast until you defeat iL It takes 


many hits, but destroying it will cre¬ 
ate an opening that ivill allow you to 
complete the mission and move on 
to your next objective You must 
have all of the cantsters from the 
area in order to defeat the Whale 



The seaQuest Itself is too big for thcmission. Instead, 
teke the Speeder to collect the canisters 



When you reach the Whale at the end of the stage, 
exit the Sp^iKler and attack it with your weapon 



When you defeat the Whale, an opening appears Take 
the speeder through tiie opening 


CALL THE PROS FOR POWER TIPS 


Q: 

A: 

Q: 

A: 


FAST FACTS 


In Mortal Kombat II, can I 
morph into Sonja or Kano"? 
Nope.Can't doit 
What does Noob Saibot 
mean inMKII’ 

It comes from the names 
of the programmers, Ed 
Boon and John Tobias 
(BoonTobiasI 


Q: 

A: 

Q: 

A: 




How do you fly in The Death and 
Return of Superman? 

Jump, then press the Jump * 
Button again while you're in the I 
air * 

Can you choose which character * 
you want to be m The Death and . 
Return of Superman? • 

No. The character you control is • 
determined by which stage • 
you're in. • 


WRITE TO: 

Counselors' Corner 


P.0.BOX9 

Redmond, 



98073-9733 


CALL (206) 885-7529 

Mon'Sat, 4 00 am toMrdmghtandSun., 

6 00 am to 7 00 p m Pacific time If 
you'vereached only a busy signal when 
you've called before, now's the time to try 
calling again To answer your questions 
more quickly, weVo added a special voice 
response unit to handle frequently-asked 
questions And look for on-line answers, 
coming soon to a computer subscriber ser¬ 
vice near you* 
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% Here IS a challenge for 

all of you boxing fans. Joe, a 
Nintendo Game Counselor, has been play¬ 
ing Super Punch-Out!' and he’s come up 
with a few winning times that he thinks 
might be unbeatable. It’s time to put on 
our boxing gloves and see if you can do 
tetter ihanjoe. We’ll give Power Stamps to 
the lop five entries that beat Joe’s times. 
Good Luck! 


GABBY JAY: 6" 64 


BEAR HUGGER: 17'71 




Mr. SANDMAN 




19^50 You'll need to 

think fast if you 
want to beat 
these times. 


Jeff and Stan Fry of Ashland, OH, have come up 
with a Stunt Race FX challenge for the rest of you to beat On the 
Stunt Trax, sec how fast you can clear tlic Radio Control 1 track. It 
took these guys a record 15.32 seconds! Until we get a better rime, 
Jeff and Stan Fry are the top Stunt Racers. Congrats, guys! 


Bssuretoincludeyournsme «tdr8ssandM»«mtiefNjniberonthebackofyourpho- to qualify for the Power Stamp prizes The players that best meet the chellenge 
to when you send in your Challenge or entry for oreof our challenges All entries to will receive four Super Power Stamps for use towards the purchase of Super 
. theChellengcsprintedinttus issue must be received noleterthsnFebru.iry 20,1995 PowerSupplies Scores printed ere determined by the Nintendo PowerStaff. 


You’ve had two months to 
Donkey Kong Country, so 
how good you arc. Have y 
ished the game? Did you 
101% of the areas? See how 
you can finish the game 
finding all of the hidden areas. 


If you can't find all of the areas, 
check out the Donkey Kong 
Country Pleyer's Guide. 
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UNKNOWN 

GAMER 


HOW TO 
TAKE A 
GOOD 
PHOTO 


Here arc a couple of great 
scores from acovipleof great 
players, but, unfortunately, 
they won’t be receiving any 
Power Stamps. The photos 
are great, the scores are 
great, but the players 
forgot to include 
their names 
and addresses 
on the back of f 
the photos! 

Sorry guys --bet- - 
ter ludt next time. 


Remember that using any game 
enhancement devices disqualifies 
your entry from all of the challenges, 
and immediately qualifies it for the 
highly coveted Pants on 
Fire awardl Hey, if you 
want to win, you 
have to do the 
work yourself. 


Before you can enter one of the challenges, you 
must first capture your score on film. As many of 
you know, taking good photos of your television screen 
can be tncky. If you are taking a photo of a Super NFS or 
NFS game, fu'St mo^■eyour system near your television so 

you can get a photo of both the system 
and high score at the same time. Dim 
the l^hts in the room a little bit, then 
take a few photos without a flash. When 
you are taking a photo of a Game Boy, 
place It on a flat surface and take the 
photo using natural light (NO FLASH!). 
^ If you arc usii^ a game enhancement 

StovenAbshire device to get a winning score, quit 
Pasadena, TX cheating and try agam without it 


KEN GRIFFEV JR. 
PRESENTS MLB 

Most Homo runs in 
a season. 

193 
95 
75 
70 
65 
63 
59 
54 
53 
52 


Bernard Fagan 
Middletawn, Rl 
Ken Walker 
Oerry, HH 
Vinny Lucas 
5acramenta,CA 
Tadd Sarensan 
Suoeriar, Wl 
Henii Florthern 
Millingtan, Ml 
Keven Wisch 
Hockettstawn, NJ 
Trey Stiorman 
Savannah, GA 
Cosey Stec 
Oawners Grave, IL 
Chnstapher Shrake 
Taylar Ridge, IL 
Davey Meyer 
Priaenix, AZ 


Good Photo! 
Ben Miller 
Honor, Ml 


SUPER METROID 

Fastest finishing times* 

Brad Jocksan :51 

Prairie Village, KS 
Oauglas Szperka .58 

Philidelphia, PA 
Brim Gobble ‘58 

lisban Falls, ME 
Rabert Lindsey :59 

Houstan, TX 

Nathan Green 1:02 

Oak Grave, MD 
Shown Conn 1:02 

Jeffersonville, IN 
Jamison Vandal 1:05 

Pawtucket, Rl 

John Mackenzie 1:05 

Rollingstane, MN 
Josan Stetfen 106 

Fruit Heights, UT 
Steven Farrier 1:07 

Bellevue, WA 
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It s an all-out two- 
on-two tourna¬ 
ment, and all of the 
best players in the 
NBA are coming to 
play. The rules are 
gone and the game 
is rough, but the 
best players can 
take it. When the 
game gets going, 
the NBA is jam¬ 
ming! 


1993 Midway @ 1994 Acclaim Entertainment, Inc. ® 1994 NBA ProptrtieSi Inc. 








NBA Jam was one of last year’s hottest sports games, so it’s no wonder 
Acclaim has brought it to the Game Boy! All the teams m the NBA arc rep- 
resented in Uns awesome jamfest, even if some of the le^ues best play¬ 
ers couldn’t make it The graphics and play are good, but this game 
could have really been improved with the help of the Super Game 
Boy. The play control can be difficult to learn because you need to 
use the Start Button for your 
Turbo, but with practice 
you’ll catch on quickly As 
with the original Super NES 
game, the codes are some of 
the more popular features 


lID3[K9if4]]? 



P.XLETTE 2F 


This game doesn't take advantage of the 
Super Game Boy^ so you'll need to make 
up your own palette and boarder 


THE CODES TO KNOW 

SECRET PLAYER 

When you begin a new game, go to the screen where you enter your ini¬ 
tials. Enter the initials V and I, place the cursor on the letterj, then press 
Right, A and B at the same time. The initials VIK will be entered and 
you’ll find a secret character! 



"OODS'ffS 
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CPU... 

NBA JAM 

TiirnincrrMi A will i 


control your teammate. This is a good option to use if 
you’re just learning to play. The computer will shoot 
and block whenever it can, letting you practice your 
own playing. You can also turn on the Tag Mode. You 
will switch players whenever the ball changes hands. 
This is a good option if you tend to dominate the 
game anyway. 

...OR NOT CPU 

When you play, you can also choose to turn the CPU 
Assistance off. If you do this, the computer will not 
control your teammate. It can be difficult to win if 
you play this way, so be sure to practice before you try 
this game option. You can also change your oppo¬ 
nent’s skill level if you’re having trouble beating 
them or need some extra challenge. 


•S3 


-it' 












Check out the Tag Mode if youYe the kind 
of player that demands to be in control 

W VJL*t Vil ^*11 



When you play without the CPU you won't get 
any help from your partner unless you ask for it. 



You can improve your chances of winning when you take advantage 
of your Turbo Button. The bar at the top of the screen represents 
your turbo power, whenever you press the Select Button you can 
boost your skills until the turbo bar runs out 

THE SLflHI 

If you have the Turbo Button pressed when 
you shoot near the basket, you can pull off a 
mondo dunk! The longer you have the Turbo 
on, the better the dunk. The players with the 
best dunking ability tend to have the coolest 
moves. 

THE PfiSS 

Press the Turbo Button when 
you pass and you can rocket the 
ball past the other players. Use 
this when the other team has a 
strong defense or you’re run¬ 
ning out of time in the game. 

THE BLOCK G PUNCH 

Docs the other team keep scoring on 
you? Then shove them out of the 
way. There aren’t any fouls in this 
game, so use your Turbo power to 
knock some heads together! 


THE CODES TO KNOW 

POWERED-UP DEFENSE 

('.hoose youl {a\oi itc team and enter your password. When the 
Tonight's Match-Tp scieen appears, tap any Button five times while 
holding Tpon the (bntrol Fad. 
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So you know basketball inside^ut Well things arc a dif- find you’ll score better with a three-point shooter or win 
ferent when you play a two-on-two tourney. Youll find more often with a defensive team. Find the team that b<^t 
that the best teams tend to be the teams with the biggest fits your playir^ style and get jamming! 
stars. While the name of the game is NBA JAM, you may 


WESTERN • MIDWEST 




oaum 

muEitim 

The Dallas Mavericks 
are not a high-scoring 
team, but they are very quick. 
It can be very frustrating 
when you play these guys, 
because they will run 
down the court, and 
knock you over bt*fore 
you can get your shot off. 




HOUSTON 

QOCKETf 




Maxwell? Maxwell, 
who? With Olajuwon on the 
court, most people outside of 
Houston forget that Maxwell 
IS even on the team. 
Olajuwon has the speed 
and power to dunk the 
ball every sir^le time, but 
if you’re a three-point 
shooter you bt»tter pick a 
different team. 



m mom 




Robinson is known for 
his dunking and his defense 
When you back him up with 
Ellis’s three-pomt shot, you’ve 
got a team that’s tough to 
beat! San Antonio is a 
great team to play as if 
you’re just learning how 
to play this game. Beating 
them is tough when 
Robinson is in the way. 


OEniUEH 
IVU66E7f 

One guy can dunk, the other 
can hit Aree-point shots, but if you 
mix them up, you’re going to miss 
every time. Use Mutombo for steal¬ 
ing and dunking the ball If you 
can get Abdul-Rauf hot, you 
can hit three-point shots like 
there is no tomorrow. Denver 
IS really underrated in this 
game 


MiNNEma 

mimiuif 

If you’re a Timber 
wolves fan, you may do bet 
ter to play as Rider than 
Lacttncr. WTiilo Lacttncr is a 
well-rounded player, j 
you’ll have more fun ] 
with Rider’s speed and ■ 
dunking ability |]j 
Neither player can hit i S 
three-point shots --J 


UTBH 

laiz 

The Mail Man can 
deliver when you need to 
score! Utah is always a wild 
card. It you can block 
Malone’s shots (unlike¬ 
ly), you still have to get 
past Stockton’s defense ^ 
(nearly impo.ssible). 
This is a hard team to 
beat. 


THE CODES TO KNOW 


SECRET PLAYER 

When vdii begin<i newg.iine,gfMC) i1u*m reeii where ytmenier yoiu ini 
tials. Knier ilu* inniah \i aiul A, place ihe c iiisoi on ihe blank squ.iu\ 
iben pi ess f p, A and B al lln* same lime. 1 he initials BA'I will be 
eniei edand voii'll liiida seeu*l (liai ac ler! 
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WESTERN • PACIFIC 



NBA JAM 



GOLOEN SraTE 

mftmfts 

The Golden State Warriors 
aren’t kno^vTi for power as a team, but 
they arc showing some in this game. 
Webber is the fastest slam dunkcr in 
the game. He’ll steal the ball, tur¬ 
bo (town the court, then smash it 
for a quick two-points! Sprewell 
docs a goodjob at backing him 
upwhcnthcWarriorsncedafew 
quick points for the win. 


LOf aNGELES 
CUPPERS 

The LA Clippers arc surpns- 
ingly good this time around. 
Richardson is one of the best all- 
around players in the game. He is a 
scoring threat from anywhere on 
the court, and can outrun just 
about anyone. Add a well-timed 
burst of speed with the Turbo 
Button and you can’t be caught! 




lOi mEiES 
UIKERS 


Divac and Van Excl are 
well-rounded players when 
they play as a team While Van 
Exel is weak at dunking, he’s 
quick and can steal 
the ball. W'hen Divac 
II S gets the ball, he can 
dunk it with ease. The 
ll^la Lakers aren’t the best, 
burthey’restillgond. 


PHOENIX 
SUNS 

It’s lay-in aty if you’re playing 
with kj. He couldn’t dunk the 
ball if he were sitting on top of the 
backboard You would think that the 
Suns would be easy to beat, 
except when you team KJ up with 
Majcrle, you better watch out for 
the three-pointer. These guys can 
almost hit from half-court! 




ponnm 

mil smf 


If you play as 
Portland, you sacrifice 
speed and defense for a 
better outside shot. 
Drexler is a great player with 
some awesome dunk moves 
and Robinson ls a good back¬ 
up man. Together, these two 
can easily make it to the cham- 


SEHTTLE 
SUPER SONICS 

Defense? Yes. Speed? Yes. 
Dunks? Oh, yeah! Shawn Kemp is the 
man when it comes to dunking 
WTien you pair him up with the 
above average skills of Schrempf, 
you’ve got the team to beat WTio 
knows? They might actually 
make it all the way through the 
play-offs this year. 




m 




sacsmiiTO 

KINGS 


inrs 

^ 


Are you afraid of scoring from the paint? 
’ITie Sacramento Kir^s can win a game with¬ 
out ever getting close tothehexjp Standout- 
side of the three-point line and keep 
shooting. Richmond has one of the best three-point shots in the 
game. TTie Kii^s are fairly stiong in the other skills, but not strong 
enough to make them a powerhouse team. 



THE CODES TO KNOW 


POWERED-UP INTERCEPT 

(«lious<* V(uii 1 .1 voi iu* liM 111 .iiiil(*iiin voiii p;is.swoMl. Wli(*n I hr 
*1 oniglirs M«iu h* rp s( 1 (*(*ii .ippr.ii s, l.ip .iny Billion IT) l iinrs while* 
holding High I mi ihc'Comiol ]\ul. 
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EASTERN • CENTRAL 







anaNTa 

Httmn 


Augmon and Blavlock arc 
tough to beat. Augmon is a well- 
rounded player, widi above average 
abilities in all of the skill areas. 
He can shoot, he can run and he 
can steal! Blavlock is a strong 
player, but he is missing the 
dunking skills. He is quick and 
can steal the ball, making him a 
good partner. 





emeaco 

BULLS 

C^Siicago is definitely a slam 
dunk team! y ou can play as Pip pen 
or Grant and still dunk well. Both 
players are above average in 
their defensive skills, but 
Pippen has the advantage 
when it comes to speed and 
three point shots. Beginning 
players should be able to dom¬ 
inate with this team. 



OE7BOI7 

PIS70NS 


Mills IS the scoring player on 
Pistons. Get him the ball and he 
slam It down for two, or shoot it 
from the outside for three. If 
you like playing as Dumars 
you’d better shoot from the 
outside. Although he’s fast, he’s 
one of the worst slam dunkers 
in the league. 


CHaBL077E 

H0BNE7S 


Charlotte is by far the best 
team in the East. Johnson and 
Mourning are both great players. 
Johnson is a little better at 
the dunking game, but 
Mourning has the advantage 
when it come to defense and 
speed. Want to beat this 
game? This team is a good 
one to pick. 


CLEUELBNO 
CttVttLIEBS 

If you want speed and defense 
play with Price. If you want to 
score, take^ Dai^herty instead 

Taking 
this team 

|| yto the 
■ •gj champi- 
2 ^1 onship is a 
lol rcalchal 
Icngc. 



INOIIINtt 

PttCEBS 


The Indiana Pacers are 
lucky that the Bucks are in diis 
league, or they would be the 
worst in the East! If you’re - 
going to play with this ’ 
team, run down court 
with Miller and shoot for 
the three. 


m 


mmuKEE 

BUCKS 



Ouch! This is not the team of choice 
if you are just learning this game. 
Baker is below average in all of his 
skills, and Murdock’s only strength is 
his speed. Neither characuT is able to dunk the ball, so suck 
to the jump shot if you want to win. If you can win the 
championship with tins team, you deserve some respect 



THE CODES TO KNOW 




SECRET PLAYER 

When you bt*gin a new gamt^ go to die screen where you entei' your initials. 
Elite r the initials F and R, place* du* cursor on du‘ letter E, then press IxTt and 
B at the same* lime. The initials FRD will be enUTcd and you’ll find a secret 
chiWHCtirl 
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EASTERN • ATLANTIC 



BOSTON 

CELTICS 


Brown is the Celtic of 
choice if you like to sink the 
three point shot, but Wilkens is 
the better slam dunk shooter. 

Boston has a fairly 
stror^ defense, but you 
wouldn’t want to 
depend on it. Try to 
score early in the game, 
then hold your lead. 


NFIV mSES 
NETS 


This IS a team for 
players that play alone 
Coleman is an awesome 
player with great all- 
around power, while 
Anderson is good at 
defense. Whatever 
you do, don't let 
Anderson dunk he’ll 
miss it every time 


ORimo 


Great speed and a 
strong three-point shot 
are what Anderson and 
Hardaway give the 
Magic. Heat things 
up, then shoot as 
many three-pointers 
as possible, ^rry, no 
Shaq. 


niiunii 

HEBT 


The Miami Heat can be a 
tough team to win with, unless you’re 
a good player. Seikaly is good at the 
dunks and the defense, but moves 
like a snail. Rice is fast, but can 
only hit from the outside. Your 
best bet is to use Seikaly to steal 
the ball, pass it to Ricc then let 
him shoot the three pointers. 




NEW VOBK 
KNICKS 


When Ewing and Stark take 
to the court, get ready for some 
heavy D! Nothing can get past these 
guys when it comes to defense, so 
their opponents have trouble 
scorii^. If you want some dunk 
action, pass the ball to Ewing. 
That man can fly all the way to 
the net 




PHILBOELPHia 

Tb'EBS 





While Weatherspoon and 
Malone aren’t the fastest guys on 
court, they are well rounded in 
skilk. You’ll need to take advan¬ 
tage of your Turbo Button if 
you plan on taking tliis team to 
the top. Look at your opponent’s 
skill levels and try to take advan¬ 
tage of their weak points. 


the 


their 







msHimoH Gugliotta and Cheaney make an 
« above average team for the 

BULLETl M'ashmgton Bullets. Both players 

are fairly good scorers and have 
the speed to get around the court, but they both lack in 
defensive skills. If you’re playing against them, drive for 
the net! 



THE CODES TO KNOW 


SHOT % DISPLAY 

(ilioosc your lavoiitt* u-aiii and eiitei yoiu pajsswuid. When ihi' 1 oiiiglu's 
Match-I'p screen appears, tap any Button three times, then hold Up and B 
until the game begins. 
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DUCKS IN 


OPEIM UP! 


Osstroytha motor i few ptat* 
forms down, than coma back 
upfora couplaofhaarts 


TAIL SPIIM 

Usa short,quick p,” 
bursts of Da ffy's y 1 
)8t pack to get ^ \ \ 

out of tough ^ wy 
spots iC;\ < 


Rnd hidden hearts sionc the way 
to kaap Daffy 

quacking mj|S > ^ 


DUCK SHOT 


Sometimes, taking tha long way 
can earn you mstscjx^cx 
ane)(tra lifal 


Afaw quick 
shots from 
Daffy's blaster 
cantake care of 
^ most enemies 


^ Whin heard that * snip w .sheadiiif 
soiBvrp] ICC hot, h^thoughthe'dfound a way ou 
• ofacotdwini^.lhitpoorDaffythdn’tkQOwih 
k '‘ship" was a space hip-^ ^dcdforlvLu^ Nov 
' I>ffyhastoak.f. tthcshortbucsmuikyM uv’ 
^ A .Mut >ti-orBevi,TBeeE'Jlhag.)inI 


Untty hfib coicndutl Marvtnj|huupn<ixi(lgettliruughsonie 
tightplacr-sbuthc’^equipp^cadothejcu! “ 
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Datl) Ikt'iiis his quest <U the txlgc of Marvin’s fortress. rh<^urfateol‘ Mars is 
riddUrd with lots of pitfalls and, to top it off, Marvin’s oversized pcxxJi is hound'. 
ingpoorDaffy. * 


L 


TOA 


PUSH START 

When you come to this push esrt, jump over it then 
shoot It to the left After backing up e litbe. hop on end 
make e well-timed jump to send Daffy flying 


DDIM^T SHOOT! 

Be careful not to shoot eny links of this wevy bridge 
You can walk across it but be sure to jump the lest 
few feet to sefety or nsk sending Daffy plummeting I 


DAFFY DUCK 

THE MARVIN MISSIONS 



TIGHT SQUEEZE 

When you get to this bght spot step 
off the lest rock and land in the narrow 
opening with a flick of Daffy's tail 




BUG OUT 

Watch for a dive-bombmg bug on this 
(onely crossing Don t lot him break 
your concentration and send you falling 


When Daffy s fallen just below the 
opening, give a burst to the right 




This bug will hoverfor a few sec¬ 
onds, then attack Be reedy! 




























































































SHOCKilMG! 


What i rt'Vott'in' situation! Daffy has 
to walk cnrefullv to avoid bamg 
zapped by . bolt of , 
ilactncity And 

onCu you're < < J 

through, be ready to L l/g 

avoid cannon fire 


iWcs; h'S of t 
tbrou^ ' barrel^^ 

inches fron^^rhuB doom 


STArlT 


mCE TWO 


After A iuu|»l^xitd4With D%fy notv has lu negotiiUc the 

spiky corridoni of an jmdeiijround lair. HoH have to ct«ju‘ up with some 
prett y ducky moves to jiialx' it through the stage, then face an oversized 
Mar tiiin goon.’ 


AMBUSH! 

After getbng by the 
shooting robots, you'll be 
attacked bye swarm of 
Marvin's clan 


HAVE A HEART 


j This heart is tempting, but 
f what about tha spikes^ If you 
drop off tha ladga and jump at 
the last minute, you can pick 
up some valuable life and shll 
make it over unscathed 








mCE THREE 


Ar ddun’tforgeCyourr , 


92 NINTENDO POWER 


I 































































































































SHIP AHOY 

Walk to the bed of spikes end lure the spece ship 
luiidng overheed out of position, then take the 
upper platform to avoid getting sore flippers 


DAFFY DUCK 

THE MARVIN MISSIONS 


HiaOEIM SPIKES 



These spikes ere de-thpi* 
ceblel Drop off the right 
of this platform, but cut it 
close or you'll getstucki 











^y/yyy/>y 








SKIP IT 

When you drop m on this 
cannon, don't waste your 
tme shooting etit Just 
meke e quick step to the 
left end keep going 


Ml 





There s no jumping over these 
spikes Instead, go face to face 
with this cenr^on and blow rt awey 

Then free up the push ceit, jump on board, and 
nde to safety in style I 
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BARREL BLAST 

Shoot Daffy a path through these barrels, but be 
careful not to shoot the ones you need to walk on 
to get to s afety. 



55^ 



iTfTr 

ILllUU 


J WBAT’f IHT 


Now that you’ve got the hang of 
the Martian ways, you’re ready 
to tackle the next levels. Daffy 
will need to summon all of his 
mallard powers to make it past 
the hordes of robots, bugs and 
many other surprises he'll have 
to face. All this trouble has put 
Daffy in a “fowl” mood, and he 
wants to get back home to take a 
real vacation. But to do that, 
Daffy’s going to have to 
meet Marvin m a final battle for 
freedom! 


TRIPLE JUMP 

To git to th« ntxt girdt r, use three 
quick bursts of Diff/s bissterto meko 
It safely. Butbequicktojumpagsinl 
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■ OUiHTgBMCr 1 
RUNNINCMCC 
^leCRCCEIUEKS 
OFFCMSIUE LINE 
DCFENSlue LIHC 

LiMeftaccERS 

Secimiirv 

KlCCER 

PUHTCM 


The rulisof Pro Football h^ve 
changed this year so be reidy 
to tdiust your game plan The 
two point conversion can make 
or break your garnet 


(f you re not sure howwoll your team 
plays compere your olayers against 
the otherteam before the game starts 


©19941'HQ Inc ^1994 
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Madden 95 has a football team for just about any football fan, There 
are 28 teams in the regular league. Each team has different strtmgths 
and weaknesses, allowing players to pick teams that match their gam¬ 
ing skills. There are also several special teams that you can use for 
exhibition games, There are 38 classic championship teams, each 
with the skills that took them all the way to the top, and 14 all-star 
teams made up of the best players from the history of football! 

FIRST QUARTER KICKOFF 

You can’t begin the game without a kickoff, but before you kick the ball 
there’s the coin toss. Call the toss while the coin is in the air and hope that 
you win. The winner decides whether his team kicks or receives the ball 



SiLHOlC<*. 

CAPTAIN CmLLS 

IT IH THC Mlt 









After the com has been tossed, the wm Sat the power and the direction of the 

ningteam can choose whether to lock the kick and then !etit npl Try totrapthe kick 
ba^l or to receive the kick. returner in the corner 

OPENING DRIVE 


Try to get as meny 
yards as possible on 
your kick return If 
you get good field position early, you can 
score right ewayl Nothing feels better to 
a footiiall player than being ;n the load- 
except for winning! 


This IS your chance to show the world— 
or at least your opponent—what you’ve 
got. After all of that practicing and 


training you’re ready to take the fight to 
thegiidiron. Set your game plan and 
hike the ball! 



S I i I H(j nuool L I f LIV 



First pick a play formation that fits Pick a play that will give you good 
your style of play Are you a passing yard aga Remember that you don't 
team or a running team? have to score on every play 



P^XFSST 


PAS’S 

TO -a 1 

POP a s 

VOPDS 



If you see an opc n re ceiver down • Nothing beKs a good play, but don't You get four downs to move the ba II 
field press the button indicated for overuse it Try to mix your plays up so upfieid ten yards If you fail, you re ou 
that receiver the defense doesn t catch on of there! 

AT.THE END OF THE FI^T QUARTER. 
SAN DIEGO LEADS SEATTLE 


























































Now that you’ve tried out your game plan, you may find that it isn’t 
working as well as you’d hoped. Make sure that you set a few good audi¬ 
ble plays that you can call on short notice. Picking plays that arc com¬ 
pletely different from the plays you normally use will catch the defense 
off guard and help you scoi e. Use your defensive audibles to adjust 
your line and surprise the offense with a quick blitz! 



Sex oppcNse iiuoi»l£-b 


rraff/NCaitiPiio fprm smciz 1 

• 

■ •• 

• *1 • • • • 

• * * * • 

f sStIT 

• • * 
m 

CUN 


SET AUDIBLeS 


3RD DOWN GONUERSION 4TH DOWN 


Your team faces third 
down and you need major 
yardage to get a first 
down. If there’s a play 
you’ve mastered, use it 
Mast players would use a 
passing play m this situa- 
tion, but if you have a 
good Halfback use a run¬ 
ning play and throw off 
the defense* 



Make sure you pick s play 
matches your team s strengths 



1 


$Slv 1 

NO MUOOLE f 

1 _ B 

_ A _ 1 

s 

ClflCLl PASS 

n 


Pick a play you're familiar with when 
It's third down 



If you rnnke the play, you re on the wey 
to the endzon^i 


Nobody likes to face a 
fourth down, but it’s 
important to know 
what to do if you have 
to. If you think you can 
make the yardage for a 
first down then go for 
it, but if you don’t feel 
confident try for a 
field goal or punt the 
hall awav 



tf you are close enough to the end 
2one. try to score with a field goal 



Fourth down end inches—the perfect 
Dme to use the Quurterbeck Snesk. 



If 9ll Pise fails, pumthe ball a wey and 
try again next time 



i HALFTIME 


There isn’t any halftime 
show, but you can use the 
break to see how 
your team is far* 
ing. You can also 
substitute your 
Quarterback or 
Halfbacks for 
fresh players 


cuvciaNa 

ClNCINMMTl 


Check outthose halfome statsi 
Things ere looking good 


GAME STATS 


While a good defense in just as important as a good 
offense, it doesn’t seem as difficult to stop a play in this 
game as it docs to make one. Here are a few pointers. 


Calling the right pley is key If you break past the often 
for good defense so wait sive line ]ump et the Q6 
until the offense is set and sack him for a lossi 


Interceptions are harder to 
get but can really turn the 
geme around 


DEFENSE 


























































IM.I QTK Tine 


rTsTTII no MUDDlt I FLI^ 


iMSi&c HUM 




Watch the clock when the fourth quarter rolls 
around If you’re ahead, you’ll want to take your 
time between plays and don’t let the other team 
get a hold of the ball. If you’re behind, it’s time to 
pull out all the stops; you don’t earn champi¬ 
onships by almost winning. Try to convert on 
fourth down and go for the extra points after a 


touchdown. 


Ths d^ffinse read the play and 
stopped you short of a first down 


VOLUMES $7 


Half-time is the perfect time for you toreac^usi your game plan. Look 
at the stats, see how your team is doing, then make a few changes to 
your team. If you’re having trouble i unning, think about using a few 
passing plays, or vice versa. W’hen the third quarter begins, change 
your audible plays accordingly. That way you can throw off your 
opponent by calling a play he doesn’t cxpi;ct' 

TIME TO SCORE 


Time IS running out and we re not 
ready—better call a time-out 


If you think you can score, try for the two 
point conversion 


The Quarterback is 
tired so It might be a 
good idea to bnne in 
th^ second string QB 
He'swell rested and 
able to dotheiob 


It’s deep into the third quarter and time is 
running out. You better score now, while 
you have the opportunity. His defense is 


likely to get tougher in the fourth quar¬ 
ter, making it difficult for your team to 
score. 


The Kicke r gets the ]ob dona with 
seconds to spare Victory is oursi 


Call for the Piny Action Fake and hope 
for the best 


Spot the open receiMerand let the ball 
fly Whata catchl 


You only need to move the ball a few 
yerds, but it won t be easy 


With a Quick pitch out to the Half-Back 
you score the extra pointsi 

















































acclaim 


ENTER A 


WITH YODR 


Win a Qlider actually used by 
King Ra’S Horus guards in the 
filming of StarGate! 

Play the role of JackO’Neil 
k In Super NES StarGate from 
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Please answer the following questions on the postcard providKl below then enter our Play4r s Poll Contest by sending it mi 

A. Please Indicate, In order of preference, your five fevorlfe Super NES games. 

B. Please indicate, In order of preference, your five favorite Game Boy gemes. 

C. Which three gmes on fhe list ere you most interesfed in pleying? 


D. How old are you? 

1 Under 6 3 12-14 5 18-24 

2 6-11 4 15-17 6 25 or older 

E. Sex 

1 Male 2 Female 

P. Whef la your favorite bonua In fhe January 
Bonua Issue? 

1 The Kilter Instinct Trading Cards 

2 The glow-in-the-dark cover 

3 The T-Shirt Iron-on 

4 Top Games of 1994 feature 

5 Coming Up in 1995 feature 

6 I didn’t get the Bonus Issue because Tm not a 
subsenber 


G. Which Jenuery Bonus Issue la your favorite? 

1 This year’s Bonus Issue (Volume 66) 

2 Last year’s Bonus Issue (Volume 56) 

3 The January 1993 Bonus Issue (Volume 44) 

4 I didn t get the Bonus Issue because I’m not a 
subserber 

H. Do you own Donkey Kong Country? 

1 Yes 2 No 

I. Do you own a Super Game Boy? 

1 Yes 2 No 


Trivia Quastion: Whaf la Bafman^a real neme? 


Answers to the Player’s Poll - Volume 68 


Name 


Tel 


Address 




Citv - 

State/Prov. 


Zip/Postal 

MembershiD Number 


Aae 



A. Indict numbers from 1-132 (from the list on the back of the card) 1._2._3_4._5, 

B. Irxficate numbers 133-172 (from the list on the back of the card) 1._2._3._4._5 

C. Indicate numbers 1-172 (from the list on the back of the card) 1._2._3_ 


D. E. 

1 2 3 4 5 6 1 2 


F. 

1 2 3 4 5 6 


G. H. 

1 2 3 4 1 2 


I. 

1 2 


Tnvia Answer 

I__. .. 



GET POWER TO BURN WITH 
BACK ISSUES AND TIP BOOKS! 


Did you know that you can get 
back issues of Nintendo Power ? 
Or special Tip Books designed to 
make you a Power Animal? Well, 
you can! Just fill out the other 
side of this card. 


So what are you waiting for? 

Fill It out. Detach it. Mail it. Here's 
the address: 

Nintendo Power Magazine, 
P.O. Box 97032 
Redmond, WA 98073-9732 
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1 ACMEArtmaKinPaMiry 
Z AMvm Fintly ValuM 

3 Tha M Ummt « 
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7 AlUaitf^lMMlhtTt* 
I.AnmiMtci 
t ArriyLiiWwtt 

10 Bl''* 

11 BanuTidi 

12 fiuvK « flirthHiti 

13 B^ Mica Frtffl Man 
ii RitcMrwnt 

1fi. Brain LM 
1« BnlnlM 
17 BraatiUnit 
l« finlHullHa^'M 
1« Brutal P»a«alFMy 
20 Canrimtilt Cuf 
t1 DvMan 

22 C2Jiid|mMCI^ 

23 Daman serial 

24 Dm/sAMn 

25. Diantr’s Jun(ia Btab 

26. OtrAty Kan} C«ur»y 
27 OnianVitiir 

2B EarVwafmJiTt 
2* ESfNSufMtyNWaWl 

30 

31 FIFAnamiantiBctaar 
SB ra«Fanuay$ 
OBPnriFvteyt 

Si Ftrt Ttam Bafua 
33, FiarfiinaHtn 


36. Tlw 6fM Cta MytHTf Blarwig Mktay A 
Mnia 

37 Harra ftnpravarntnl 
SB llluaaraiOu 
•a TMIxraMaHuft 

40 ManaJanaa QiaaM MMiraa 

41 Janmai 

42 JufjirmuH 

43 Juiaaato Paik 

44 JuUMcPahB 

45 KanGnHtyJr FraaanaULA 

46 M Uawn in OruyChaaa 

47 KiVi Draam Caiaia 
41 KmensafjuMiM 

m Tlwla|anaal2aUfe.AUN(1aNPa« 

B6L4mmn|a2 
S< TiwUanKInf 
62 Laaniy Ttmaa laahiAair 

m MMMr>lNFLt4 
S4.MMIarsNFLt6 
MManaAnirMl AacM 
51 Mans Part 
57 MafiUanX 
56Ma«aManX2 
• MauiMaffh 

60 MiiMAfMrtinayCarCMania 
It MdaaljafAn C 7 «am 6 *WMyCKy 
62 UI6«yUana 
K MtinlMafclLlUaaalTarTt 

14 TiwUemyUarvnai^wPtMvm 

16 lAadtfKanM 
66 NBAJam 

P NBAUviti 
elNCAABrtuMy 
66 NCAArmiFaurl 
70 NCAAi 


7t t l wn i n llai i Inay Tar f ua m 
Faauinf r«|iii*vai 
72 ,NHLh 4 o^W 
73 NHL 35 
76NHL9iiMayCu9 

75 Miiir,iiaannGaar 
TAPaclnTima 

77 Pfc4.^2 

76 TMPaimMr 
76 Piaata 

10 PtmThaMPyiftAB w rtui 
61 P^mMns 
W.Raaka»Pte 
13 Rant Samar TlrraWaip 

«4 PmaiNPhaM 
61 HnaaiviaPaaaB 
61 mimk 

f? Sam4ral 6»«4awn 
61 MtOuaMDSV 
66 Samai Mana 

O&Sarifaku 
t1 TMSMitow 
taSnaqhi 
HSlmCfff 

HSaMW 

66. SaMar Man A Vwin mMiMffirt CBnaji 

tL&MfPm 

ft Star TW. Data tat*** 

16.9*1 Tran 9lr Flaal AcMiffy 
H Sura Prataeiara 

160 BvaaiFitriariTta 

161 SrtaiHMVtt 
106 SVaalRw^r 
106 StrriRaMFX 

104 ta^tanvalMl 
m Sgpar Bamtifmap 2 


ipa S(««rBanh 
167 taMMAI-ta 
lit tarManaKaff 
106 &*arMmWa«ia 
110 SuaarMrtaM 
ni SuaarPmNOuiP 

112 S^iarRahimaitritJae 

113 Suaar SMai Fianvl 

114 Tanan 

115 Tama Bivar Bant 

116 TairtiaOrUtfa 

117 Tans 
lit TrSW 

116. Tiny Taana Wad* Sta 

120 TWfaaaTatfnawK 

131 TaaGaarStOt 
iaTaaGaar2 

13S. Ultima SL Tba Da* Oatt 

121 Unchanaa Waiara-Na* Haim 
125 Uniraain 

iSAVami 
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ia MMSirtia 
19 WahaHna 

13C WWFRfw 

1S1 XMm Mu«ra AaacMraaa 

132 Zara TMKmtaSm* 

Gam« Boy 

130 AlianOamaa 
1S4 iataraWadd 
ISAtaKTNu 

136 CattiwFuta 

137 Cam TMAImiWm 

l«a DaHyOuet TMtMvInMtafli 
laa DaaartStAa 


140 D«nara Junfia BMh 
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142 . Data tata 

148. Dr Mano 

144 FlFAmtanuttalamr 

145. Junnic Pirt _ 

146. IQ«T 4 Drum iW* ^ 

147 ta’iAnbtfLjna 
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^i 6 taJin’stS 

166MataMrtS * 

iSl Uaira* Ih Rrtjrn H tvnua 
166. Tlw M^hly MnrpM PtMrPdiiart 
1S3.ManawTnHHta 

154 Marwimall 
161 Mr Nu« 
itANlAjam 
167 Pacata 
166. Barnum STiadDwi 
\66 aaaOuMtOSV i 

166 Staca'nvMan 
111 SarTraa GawaMam 

l62.6upar>^tniLjna 

163 SuMrUarteUni^-^GaMariCatna 

164 Taz-Mipia cmnaa HIM tarn 

166 Tta 
146Tav»2 

167 TViyTiMItlVaikftai 

146 WartaBW 

161 WarrUni Biipw Marla Urtfl 
176 WHdSfitha 
171 WWFta 
iTlVe^aGaMta 
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21 
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' DONKEY KONG 

2 

8 

3 

MORTAL KOMBAT II 

12 

2 

4 

WARIO LAND 

CAND 3 

3 

7 
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MIGHTY MORPHIN POWER RANGERS 

1 1 1 ■ 1 ■ 

■ 6 

2 

6 

' METROID II RETURN OF SAMUS 

4 

37 
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SUP® MARIO LAND 2- 

! 7 

28 

8 

TETRIS 

r ' 

, 5 

28 

9 

KIRBY'S DREAM LAND 

9 

26 

10 ‘ SUPER MARIO LAND 

' 8 

37 

TOP 10 QUESTS 

1 VOL6$ 

SAle 


MLot 1 

' DATE 
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FINAL FANTASY III 

SUP® NES 

OCT. '94 

2 1 

of A LINK TO THE PAST | 

SUPER NES 

' APR '92 

1 

3 

ofzELDA LINK'S AWAKENING : 

GAME BOY 

AUG '93 

4 

ILLUSION OF GAIA ! 

SUPER NES 

SEPT '94 

5 ' 

SUPB^ METROID 

SUPER NES 

APR '94 

6 1 

SECRET OF MANA i 

SUPER NES 

OCT '93 

7 ( 

JURASSIC PARK ' 

SUPER NES NOV '93 
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8 ^ 

FINAL FANTASY LEGEND III i 

GAME BOY ! AUG. '93 

9 ' 

FINAL FANTASY II ' 

SUPER NES 

j NOV. '91 

10 

BREATH OF FIRE 

SUPER NES 

AUG. '94 
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(NU 04) 
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4. DOOM 
(NU 04) 
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(SUPER SAME BOY) 

0. VIRTUAL BOY 
7. FINAL FANTASY III 
(SUPER NES) 

0. MEQA MAN X2 
(SUPER NES) 

0. KIRBY 2 

(SUPER SAME BOY) 
10.SUPER OAME BOY 
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3 MM Company.Konami 

Release Date.I/9S 

Idplayt^rf iHM Memory Size.16 Megabits 

Put your fist into the face of chine luith 
Konami’s latest and greatest starring 
the Dynamic Duo. 

The Adventures of Batman Sc Robin promist^s, and 
delivers, thrills, spills and chills for aaion and comic 
hero fans. Konami’s artists performed stunts as darmg 
as that of the Gaped Crusader himself in rt’creating die 

look of the syndicated 
animated series. If the 
first Super NES Batman 
game was similar to Final 
Fight—a scrolling fight¬ 
er—this game is more of a 
side-scrolling adventure 
like Alien’ or the Super 
Star Wars games. You can see just how involving 
Gt>tham is in this months review. 

O Excellent grephics, animation and sound that recreate the brood¬ 
ing menace of the TV show Passwords Good play control Lots 
of toys for the boys Some great riddles Fun boss battles 

© Robin's role is passive Stages tend not to be long enough for a 
total challenge Basic enemies change very little over the course 
of the game 
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Company.Sunsoft 

Release Date.11/94 

Memory Size.16 Megabits 
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SunSoft's flero returns for more diue- 
bombing action and a nod of approual. 

The new, improved Aero 2 takes off from where the 
first Aero ended, but the overall feeling in die game is 
much more balanced. Aero’s unique abilities still 
include his angled dive-bombing, but the real thrill of 

the game comes from fig¬ 
uring out how to get 
through the huge levels, 
which seem to be filled 
with surprises. The fact 
that Aero 2 can surprise 
us after the original is a 
real plus. We cover Aero 
month in our new Take 2 feature for 
games you don’t want to overlook. 

O Good graphics and lots of variety in the game play including snow¬ 
boarding Challenging and fun Newmoves Clear goals 

Some of Aero's moves are still unusual, but patience pays off 




<0 ■- t. 

i 



9 VVM Company.Konami 

(uitgM Release Date.12/94 

Memory Size.8 Megabits 

lUarner Bros, maniacal trio frolics on 
uideo in this action-packed Pak. 

Yakko, Wakko and Dot must recover die script stolen 
bv Pinky and The Brain. They’ll have to scurry all over 
the studio, avoiding Ralph the security guard and lots 
of traps. There are 24 script scenes to collect, but you 
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can finish without col¬ 
lecting them alL This 
month’s Power review 
will show you how to get 
the job done* 


Good antmation and a fastpaca Good variety of stages. 

O lha passwords, created from character images, 
ara very difficult to usa 


JtUC Company.Konami 

juaM Release Date.12/94 

Memory Size.8 Megabits 

(Simultanaous play) 

Interplanetary uermln race for glory 
and cheese thanks to Konami! 

Not since Rock ‘N Roll Racing have so many nutty char¬ 
acters gathered on a race track to trash each other. The 

cartoon Biker Mice appear 
in this overhead perspec¬ 
tive racer, armed with for¬ 
ward shots and boosters. 
Two-players can rock and 
ndc over courses filled 
vdth obstacles and jumpis. 
Take 2 covers the racing 
rodents in this issue. 

O Fun characters Two-player option Rocking soundtrack 
Passwords for one and two-playar modesTractica option 

O Sona pretty short courses The bike stops when you take your 
finger off the accelerator button to launch rockats, which slows 
things down considerably 


(Simultaneous play) 


Release 
Memory 


Megabits 


Gametek’s fuzzy fighter is more than 
Just another hairy face. 

Brutal: Paws Of Fury' pokes fun at the serious nature of 
many tournament fighter games while providing a 
unique experience in its 
own right What sets this 
fighter apart is that players 
learn new moves as they 
progress in the Dali 
Llama’s tournament of 
forest champions. Unlike 
Clay Fighter and Ranma 

1/2—both of which make use of funny characteis and 
moves to provide an altemadve fighting experience— 


Brutal changes the rules of the game itself. This month 
you can learn about Brutal’s moves in our Take 2 feature. 

9 Learning moves Good graphics 

O Play control and animation is a bit slow Soma movasare almost 
impossible 


mi 


Memory 

Daffu Duck straps on a jet pack and 
blasts off for Mars. 

Instant Martians and other cosmic cartoons threaten the 
Earth in this four stage side-scroller from SunSoft. 
Marvin the Martian is aiming his P38 Space Modulator 

H the wrong way. The game 

L theme IS based on the clas- 
I SIC Looney Tunes episode 
I while the play is similar to 
» games like Taz-Mania and 
! Speedy Gonzalez for 
I Game Boy. The first duck 

_I m space is covered in this 

issue. 

The graphics make good use of the Supar Game Boy Passwords 
sv Good play control 

O Fairly standard sid8*scrolling action Not vary difficult 


Company.Kemco 

B Release Date.11/94 

Memory Size.16 Megabits 

Kemco puts a new spin on action RPGs 
with this Journey through a magical land 

Dragon View combuies a 3-D ovcrworld with side-view 
battle and town scenes in which your hero character 
moves in three dimensions. The story concerns Alex, a 

young swordm^tcr who 

respect. This month’s Take 2 feature will show you 
some of the highlights. 

Lots of action and advanture Unioue3-D,sid8-scrolling battles 
Sv Cinema cut scenes tellthestory from many perspectivas Long 
and involving 

© Moving around in the 3-D overworld bacomas tedious The game 
requires a lotof axparianca building, which slows things down 
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KID KLOlilN IN 
CRAZY CHRSE 


^ Company.Kemco 

Release Date.10/94 

Memory Size.8 Megabits 

Kid Kioiiin capers through flue leueis of 
pratfalls, blunders and slapstick;. 

Kemco's Kid Klown in Crazy Chase features a unique 

play perspcctive-Kid 
Klown stumblir^ downhill 
toward the player. Youll 
have to outrun enemies, 
leap over traps, and collect 
cards by suit to complete 
each stage. Check out die 
Take 2 review for some use¬ 
ful Power aps. 

Unusual butexcGlIantgraphics Fun anlmaOon, althouoh it slows 
things down Extra bonus areas and a bonus air hockey game. 

O Ydu can only scroll forward, which means that if you miss an item, 
YOU can't go back for it** and you II probably have to start the stage 
ovar 



iEMMINGS 2 
THE TRIBES 




^91 Com pany.Psygnosis 

Release Date.12/94 

^ ■■■ Memory Size.16 Megabits 

They're headed for the edge, unless 
you can stop them. Lemmings 2 has ail 
new puzzles and more. 

The Lemmings return to 
the Super NES with 120 all 4 

new puzzles and tons of 
new Lemming skills to get 
you through the traps and 
obstacles. The new prac¬ 
tice mode ako helps when 
you run into sticky situa¬ 
tions. Look for the backdoor tricks in this month's Take 
2 review. 

Very challenging 50 new Lemming skills. Over world map lets you 
^0 try new areas at any time 

© More difficult to laarn than the first geme The practice mode 
doesn't include the proper Lemming skiIIs for a give n area Use of 
the regular Controllar rather than the Mouse is suggested. 



THE LION KING 


• % ^ 


A 


Company..Virgin Interactive 

Release Date....... 12/94 

Memory Size.24 Megabits 


t 




Simba grows into the king of beasts in 
Uirgin's wonderful action game based 
on Disney's animated mouie. 

Disney and Virgin 
Interactive collaborated 
to create one of the best 
action games of the sea¬ 
son. The game follows 
Smiba from cubhood to 
h^ kingship as an adult 
lion. The stages include 
some very creative perspectives that add greatly to the 
game play and probably make this a better game than 
last year's Aladdin. Sec the many sides of The Lion 
King and learn what it takes to become the B.L.O.P. 
(Biggest Lion On the Plain) this month in the first part 
of our two-part review. 

Great graphicscrsated by Disney enimators Creative stages 
^0 Excallant sound including music trom the movie 

Possibly too challenging for young players who might be attracted 
to the game s themes end characters Some moves are incredibly 
difficult to make 
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9 MM Company.T’^HQ 

Release Date....... 12/94 

Memory Size.4 Megabits 

Classic football action comes to the small 
screen in a big way with Madden '95. 

T*HQ's deal with EA Sports to produce classic sports 
games for Game Boy has paid off early with this ver¬ 
sion of Madden ’95. You get most of the familiar 

Madden features includ- 
B ing all 28 NFL teams plus 
B historical and All- 
9 9 ^^B B Madden teams. Even the 

B selection and con* 
t iBBi B trols make the grade. Get a 

ghmpse of the playbook 
m this month's review. 

Good use of Super Game Boy features Lots of teams Easy to 
^0 control. 

O The action is a bit simple Teams are either very strong or ve ry 
weak 



METIIL^40RPH 


A 


Company FCI 
Release Date 12/94 
Memory Size 12 Megabits 


R mission to the far side of the galaKy 
liiith multiple modes of interstellar play. 

You are the morphing agent who is sent to the 
"Otherside” to make peace with the aliens there, but y’ou 
find yourself fighting to escape. Metal Morph combines 
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Company.Activision 

Release Date.12/94 

Memory Size.16 Megabits 

Pitfall Harry returns for mystery and 
aduenture in one of the most sophisti¬ 
cated action games euer. 

Activision kept this game in 
the works until they got it 
right Pitfall: The Mayan 
Adventure follow'S Pitfall 
Harry through a jungle 
world where danger lurks 
behind every fern. Stages 
include temples, jur^les, 
waterfalls and mines. The 


Company.Takara 

Release Date.11/94 

, Memory Size.32 Megabits 

(Simultanaousptav) 

Samurai suiordplay is recreated from 
the hit arcade game in this giant 32 
megabit monster pak. 

Samurai Shodown made its mark with its tournament 
fighting style of play and great animation. This disimcdy 
Japanese game features 
traditional Japanese 
instruments in the sound¬ 
track and fun viaory mes¬ 
sages insulting the loser. 

But the coolest part of 
Shodown is the weapmis. 

These dozen fighters are 
armed with swords and 
other weapons. The gore factor is less than Mortal 
Kombat II by far, but there are plenty of special moves 
and the dharacters have lots of personality. Like most 
tournament fighters, Samurai Shodown is best played 


side-scrolling action with 3-D space combat. In side¬ 
scrolling stages, your character can run,jump, 
shoot and melt into a pool of liquid like the T20(K). Space 
combat takes place at high speed in a forward scrolling 
fl^ht path similar to that 
in Star Fox, although sprite 
graphics are used. In all, 
you'll have to visit five 
planets in your quest to 
reconstruct your ship and 
slip back through the 
Hypergate to Earth. 

9 

© Too easy in the flight areas and too difficult due to play control in 
some ortho side*scrolling areas 


animation and graphics are reminiscent of Aladdin and 
The Lion Kii^. Journey to the \licatan with Harry inthis 
month's review. 


Excellent graphics and sound Varied stages with good belence 
^0 betwean fighting and solving action puzzles Fun 

O Poor hit detection can affect movement, fighting and collecting 
Items in particular areas. 


Company Enix 
Release Date 11/94 
Memory Size 12 Megabits 

Fantasy role-playing steps into the future 
ujith EniK's innouatiue Robo Trek. 


RPG fens have a treat in 
store with this unique 
adventure that features 
robots as well as a more tra¬ 
ditional cast of weird crea¬ 
tures and evil plots. Travel 
by boat, airship and e\'en- 
tually venture to different 
planets by spaceship. Transformations allow your charac¬ 
ter to go places you couldn't reach otherwise. Power 
plur^cs into the epic with an in depth review this month. 


9 Big and involving Cool items and powers 

O Ovarworld graphics look simple, although enemies and weapons 
look pretty cool Poor English translatfon detracts from the game. 


9 99M Company.Acclaim 

Release Date.12/94 

Memory Size.2 Megabits 

Noiu you can take NBR Jam on the 
road Tor soaring and scoring action. 

_ Most of what made NBA 

S BI K b-ballgame of 

■ the century has been 
slipped into this immature 

^ 611 B ^'(^^sion for Game Boy. The 

■ players and moves are all 
there, plus lots of codes. 
This month's review gives 

you ilic first insider's look at the secret codes. 

Good action and complete features Secret codes 

© Doesn't make use of Super Game Boy features Annoying music. 

No two-player option 


VOLUME 68 105 









































as a twoplayer game. In the cxie^layer game, you can usu¬ 
ally defeat opponents bj’ rejjeating one of your special 
moves or keepii^ them away from their weapons. 

6 levels of difficulty Surround sound.Excellant animation 


jity. 

A fighter with a difreranca 


9 

O No closa*upftghts as in the original Tha ona'plavargama isn't all 
that challenging 


Company.Interplay 

Release Date.1/95 

Memory Size.8 Megabits 

Lilelcome to the bridge simulation for 
Starfieet cadets, interpiay succeeds 
inhere no one has before. 

Through four yeais of 
academy training, you 
and your cadet crew must 
navigate, fight, and think 
your way out of intcr- 
galactic dilemmas. In this 
month's cheat sheet, 
you’ll learn what it takes 
to survive in the stars. 


Q 

O The two'player combat mode is tedious 


The bast true Star Irak experience to date Simulations include 
famous scenarios from TV and the movies Good controls Smart 
interface Good sound 


Company.Kemco 

Release Date.12/94 

lAltarnating play) MemorySize.16 Megabits 

The Stone Protectors rock and roll in 
their first uideo game aduenture. 

The Stone Protectors grew out of the troll craze of the past 
few years. If you haven't seen the action figures or TV 
show, they arc a group of buff trolls who batde dino bad¬ 
dies called saurians. The plot m this game involves Zcbc's 
army of saurians which 
takes the great crystal of 
Mvthrandir. The Stone 
Protectors are called in to 
right the wrong. In this 
one or two-player alter¬ 
nating 

five Stone Protectors. Each ProFector has Ihs own weapons 
and attacks controlled by simple Controller button 
sequences. As you proceed through the game, you can 
pick up weapons and items, as well. The game has a 
Battlct oads feel, and play ccmtrol is good. 


Nice graphics Large characters. Eesy to learn The appeal is to 


younger players and fans 


Soft 


|Simultin80ij$forupto4playflrs) Memory Size....8 Megabits 

Lillld, multi-player action uiith crazed 
characters highlights this racer. 

Street Racer has something for everyone: great characters, 
multi-player opnons, lots of play modes, fighung action, 
speed and good graphics. It 
may look like Super Mano 
Kail, but the bashing and 
soccer opuons, plus the four- 
player mode, make it special 
in Its own nghL If we missed 
anything, check it out m this 
month's review. 

9 Lots of great options Ganarally good graphics Fun characters 

© Track aarspactive is a bit low and corners can be hard to saa The 
four*piayer split screen can be hard to follow. Backgrounds cen be 
too busy and muddle the view 


# Company.PCI 

Release Date.12/94 

Memory Size.8 Megabits 

Hn HPG feast for Ultima fans as they 
step back into the uiorld of Britannia. 

The Ultima series continues with the biggest adventure 
to date~The Black Gate. In this epic, the Avatar (your 
hero character) must stop a plot to usurp the throne of 

Bntannia. Much time has 
passed since the Avatar's 
f" ~ , a? last visit to the land and 

his old companions are 
ja. now pensioners. You, 
^ however, will be able to 
get up to your old tricks 
using magic and wc^ons 
as you travel through the land, piecing together clues 
and carrying out virtuous tasks. The interface looks 
similar to previous Ultima games, but it seems to work 
better in certam instances, especially for gaining infor¬ 
mation. Origin Systems has done a great job in linking 
key words for a truly real sense of conversation. 

Good interfacafongaining information Good sound Big story and 
N|# lots of exploring The best Ultima to date 

9 Rghting and movament continue to be awkward in this interface 
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9 Company.Capcom 

Release Date.12/94 

Memory Size.16 Megabits 

The K-Men, Rmerica's most popular comic 
super heros, finally get their omn aduenture. 

Although this game seems like a pretty standard action 
game, the X-men give it some class. Wolverine, 
Cyclops, Gambit, Psylocke, and the Beast each have 


special moves. The game 
will remind players of 
basic side-scrolling fight¬ 
ers like Final Fight, but 
here you have a choice of 
fighters. 


O Good graphics Easy to pick up and play Spacializadmovas 
9 The first mission can taka foravar Enemies are just punching bags 
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The Adventures of Batman & Robin 
Aero The Acrobat 2 
Animaniacs 
Biker Mice From M»^ 

Brutal: Paws of Fury 

Daffy Duck: The Marvin Missions 

Dragon View 

Kid Kiown In Crazy Chase 

Lemmings 2: The Tribes 

The Lion King 

Madden *95 

Metai Morph 

NBA Jam 

Pitfaii: The Mayan Adventure 
Robo Trek 
Samurai Shodown 
Star Trek: Starfieet Academy 
Stone Protectors 
Street Racer 
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3.1 

2.9 
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3.0 

K-A 

3.4 

2.9 
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3.3 
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3.1 
3.6 
3.6 

3.1 
3.0 
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3.1 
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3.0 
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2.9 
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2.9 
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Puzzie 
Action 
Football 
Action 
Basketball 



Ultima VII: The Black Gate 2.9 

2.5 2.9 

3.1 



K-A . 

Adventure RPG 

X-Men: Mutant Apocalypse 3.4 

3.0 3.0 

3.0 

* # 


K-A 

Action 


Editors 


If you Ilka the same types of 
games as one of our Power editors, then 
check for his or her seal of approval above 

^ Scott.. ..Sports, Simu lations. Advantu ras 
Leslie... .RPG % PuzzI es, Adva nt u ras 

Q Je ff.Action, Sports, Fighting 

^ Jon.Rghting,Simulaticns,RPG% 

0 Dan.Action,Adventures Puzzles 


POIIIER METERl 

Tho Prne at 1 

1 i 1 a 1 w w w ^ ■ 

1 Nintando HQ rate each new game Ratings 1 

1 are from 1 (poor) to 5 (excellent) in four dif* 1 

farantcategonss 


G = Graphics and 

C = Challenge 

Sound 

T= Theme 

P = Play Control 

and Fun 




at ings: 


These Independant 
Digital Software Assoc retings reflect 
appropriate ages for players Tha categories 
include EC^Early Childhood, K*AsKids to 
Adults, TrTaan I13+), MsMature(17+), 
A=Adult|18+),NR=No Raung To contact the 
IDSA regarding the raung system, 
calM-800-771-3772 
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TECMO 
SUPER BOWL 2 
A VERY SPECIAL 

EDITION! 

• 'Th^:4yfj^Bovvl is almost here, but Tecmo is just starting its 
football season with a Super NES sequel to its long-time stan- 
*^arc3L Tecmo Super Bowl. Tecmo diehards never seem to get 

enough. As a result, Tecmo will release a limit¬ 
ed edition this February with many of the fea¬ 
tures that we've wanted since the game first 
appeared. Here's a sample of the new fea¬ 
tures: player trades, quarterback audibles, 
twice the plays, changeable defensive plays, 
improved graphics and animation, schedules 
for three years, schedules that reflect past 
seasons' performance and all the Tecmo Super 
Bowl features that have made the series so 
successful. According to our Pak Watch 
sources at Tecmo, this edition was designed 
for release in Japan, but Tecmo U.S.A. was giv¬ 
en a small shipment. It's likely that Tecmo's 
advertising will 
pro mole t-he 

11 mif aW 

available. It isn't hype. Pak l^/atch has learned 
that there will be.only T^OOO copies sold in the 
U.S. Furthermofev looking.at Tfemo's tradi- 
tionaliy long d'e^eTopment cycles, you 
shouldn't expect ^^her upgrade In 1995yFor 
some ^eywe'veTf?own that a TecrflVNHL 
Hocke;^ game yva^also iojdevelj^jJh^t, but it 
seems that the recent difficulties' of the NHL 

« < S 

have affected licensed prc«fuc-tt. Tecmo 
now says that this game^is on the back burner. 


TECMO 
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Koei's step into ^ : V 

action*ddventure • 

gaming is not as far '/[■'"^''■■.^BB^^^^KB^-r'., 
from £ :' • = -, 

roots as you 

Brandish, you play 

thd role of an adventurer who has been plunged into 

an underground realm. There, the evil Berebus holds the power of the dragon. The overhead per¬ 
spective and general play will remind players of Ultima. One difference from other adventure 
games is that the character never turns sideways. Instead, the view, shifts so that what was to 

I ':Sl!' K IB the left or right is now directly ahead. We'll 

Be take a closer look later. ’ i.- k:^, ■ 


SUPER BASEBALL SIIVIULATBR 1.BBB B 


One of the first baseball g^mes fc^ the Super NES fmall/has a 
sequel. Super Baseball ^mulatol^TOi^ 2 still has tFTe great editing 
features of the original. You can create custom teams with super 
pitching and hitting abilitiesc The graphics look better and there 
are even more customizing optidnl in.this version. Don't expects 
licenses like Major League baseball or^he MLBPA. The number of ' 
preset teams is limited, and none of thern are based on profes¬ 
sional teams. We expect this game to ship'vvithtn the next month 
or two, but it probably won't be easy to fi'hql^since it won't have i, 
great distribution. ■’ . i3 
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I BOOGERMAN 


^ ^ Gentlemen, grab your Kleenex. Boogerman Is 

' headed to the Super NES, and the big news Is 
^ that Interplay Is doing a complete work-over on 

^ the nation's number one mucus-fest. In an exclusive interview with Pak 

Watch, Chris Tremel and Michael Streggi of Interplay's development team gave us the full 
scoop. First off, Boogerman will keep all the toilets, snot, belches and other spewing gases of 
the original Genesis version, only in the Super NES the digitized voices and sounds will be 
greatly improved That will add a lot since the game makes use of lots of speech In addition 
to Boogerman's poetic expressions. As for the game itself, expect all new levels. Mike and 
Chris were able to improve the map layouts and add special areas that didn't make it into the 
original. There should be 20 levels and 16 sublevels In the final. We were also told to expect 
an enhanced color palette that should add immeasurably to the grossocity of the game. 
Crossocity, obviously, is the driving factor behind the Boogerman concept. The original 
direction for the game was simply: 'make it gross.' Boogerman himself arrived only after 
much trial and error including an early version named Major Mucus. One wonders if the guys 
at Interplay and Shiny share the same therapist. Anyway, Boogerman is slated for a 
March/April release. ^ 


Cesundheit. 




I FBftiqi€ I 


Enix has picked up one of the most unusual strategy games ever developed for the Super NES. OgreBattle 
takes place in the dark, magical world of Zenobia where you must gather f^cestp combat ogres. 
Theinterfaceisacross ’ ^ 

between traditional RPCs and 
strategy games like Populous. 

Enix also showed off Dragon 
Quest VI in Japan recently. The 
game looked excellent. (See 
this month's Shoshinkai article 
for a glimpse of it.) Enix of 
America, however, reports 
that no decision on the U.S. 
version of the game will be 
made until the game Is 
released in Japan in March. 
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Mandingo, in association with Motown Games, has jJfit 
together one of the most unique b»ball games ever. 
Rapjam Vol. 1, which presupposes-that there will be a fol¬ 
low-on game, features some of the hottest rappers in thfe^ 

eountr^'like Queen 


Latifah, Yo Yb, Coolio, LL Cool 1, Warren G, Onyxi House of Pain, Publjc 
Enemy and Naug^'by l^ture all taking it to the hoop. Mandingb also 
plans to bring o^t mors urban-theme games with African Arneri.Gah 
heroes later this year-mcluding titles featuring low-riders andniartial 
arts fighting. The connection with Mbtown Games also meahs that the 
new titles may have some ofthe hottest music in town. Apparently, 
when Nintendo said Thou Shalt Pla^ It Loud, Mandingo was listening. 


iviyvixi 


Namco has converted its great action puzzle, Pac Attack, to the 
Game Boy and Super Game Boy for release this winter. For those of 
you who missed the Super NES version, it's a Tetris-type romp incor¬ 
porating Pac Man. Namco's signature character is also appearing in a 
side-scrolling action role in Pac In Time. Pac In Time will appear later 
this year for both the Super Game Boy and Super NES. Don't expect 

the unique interface_of last 
year's Pac Man 2; The New 
Adventures. This Pac Pak 
looks and plays more like a . 
traditional platform game. 
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Monthly mGn^ Ninter^ Ultra pA §ievelop- 
ment q'ontinuei tojieaj^. The latest company 
t^jom the club ‘s P!arad%m Simulation of 
J3*lla^- Nintendo will bej.workfhg cfoselywitf^ 
j ^ Paradigm on a game scheduled forjrele^fe iate 
^ this year. Mr. Miyamoto, fTl^^ueator of Super 
Mario Bros, and Donkey Kong, will head the 
design effort on the as-of-yet unnamed game. 
Paradigm'^brings with it some of the "best 
programming and imaging talent in the’ world 
Qy^be y ears , they have worked closely with 
Sliicon^r^Pf%;s in the development oNUtra 
^realistlj military flight sims. So what '5 in 
^ jWprks?dkir ^esS^that It has wings.' 

USTIci 

SunsofFS Justice League Ta^ Force has moved 
beyond the reafrrv-atmyth intp an almost 
playable version. The tburnament fightir^ 
game features DC Comics' Justice’League^char- 
acters including Superman, Batman, The FlasRj 
Wonder Woman, Aquaman, The Green Avenger 

and all their worst foes. 
Although the character 
sprites use traditional 
animation methods, 
some of the back¬ 
grounds have been ren- 
dered in SGI 3-D. 
SunSoft reports that 
Sylvester & Tweety has fallen behind sched¬ 
ule—the same fate as Porky Pig's Haunted 
Holiday. We aren't expecting either of these 
titles now until the second quarter. As for Daze 
Before Christmas, the quirky Santa-scroller, 
SunSoft has delayed the game until next 
Christmas. Probably a smart move. On a more 
positive note, Sunsoft has managed to just 
about finish Looney Tunes B-ball. 

APOCAPLYPSE 

* 

Psygnosis is bringing some of the hottest,' 
arcade shooters across the Atlantic for the 

* ' A - 

Super NES. Apocalypse II combines sl^arp graph- 
ics with a traditional vertical shooter style of 
play. One of the exceptional aspects of the 
graphics is the scaling of enemy sprite. Planets 
lob toward your ship out of the deptb^ of 
space, giving you hardly any tim^'ifo react, 
much less think about how you'll mc^e. 









X 










DROP ZONE 

Psygnosis puts together world-class graphics in 
a simple shooter that somehow goes where no 
one has quite gone before. The game originally 
appeared'fn Europe, and the Super NES version 
ri^aif^ mucJt of the Euro sci-fi feel right down 
tqthe'fVJusIc. In the game, you are given a mis¬ 
sion to defend planetary bases against incur¬ 
sions-of relentlessly advancing aliens. Okay, 
that sounds like Space Invaders. But you've got 
a little dude who can fly all over the place and 
ke^up a constant stream of shots, which is 
rpore like Asteroids. The result is a very fast 
action space-shooter that isn't quite like any¬ 
thing jelse. 

fISJ THE OCEAN 

Addams Family Values has been in the works at 
Opean of America for more than a year and at 
times it seemed as if the game would never get 
finished. Maybe we're speaking too soon, but 
ccording to the President of Ocean, Ray 
Musci, the game is now complete. We hope so, 
because it promises to be one of the more 
interesting licensed games of the new year. The 
adventure format of AFV with its overhead per¬ 
spective and emphasis on searching as well as 
fighting should give it a wider audience 
appeal than some of the earlier side-scrolling 
movie-based games like The Shadow. Down the 
road. Ocean plans to 
make a Super NES 
game based on the 
film-in-progress, 

Waterworld. And fur¬ 
ther down the road, 
they hope to make 
Waterworld the sub¬ 
ject of their first 
Nintendo Ultra 64 title for the end of '95. 

G ANIEf^ T EC!MS 

Pinball Fantasy includCT-ftHjr pinball games that 
look similar to the original-three games offered 
in last year's'Pinball Dreafns. The machine 
themes include circus, driving, gameshow, and 
a haunte^^s'tle. Pinball Fantasy also gives you a 
tool bgj for customizing,sound and ^ntrojs. 
That's now, but for tomorrow, Gartv^^k is 
.|)lannlng*to go heavily into high-end devg!^- 
fhent The company has recently acquired Ap 
programming talent frorrj Canada to CalifoVnla, 
including one of the chief co[|^uter animators 
whoTvorked oh Jurassic Park,;,the movie, ahd 
one of the original designer3*‘bf John Madden 
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Football. Gametek has positioned itself for a 
fast start on Nintendo 
Ultra 64 development 
and, although no title 
has yet been 
announced, Pak Watch 
expects to hear from 
our sources at 
Gametek very soon. 

POWER steering 

Power Driver from U.S. Gold was d^cribed by 
one Power staffer as R.C. Pro-Am meets SWnt 
Race FX. That may have been a bit misleading 
since there are no polygons in this game'^t's 
more like R.C. Pro-Am in a small, French sub¬ 
compact. The view, as you can see here, is from 
over head,and the 
simulated speed is fair¬ 
ly high for such a puny 
car. If it weren't for 
the tiny people watch¬ 
ing the race, which 
you may be tempted 
to run over, the game 
would look even more like R.C. Pro- Am. 

SUPER ITCHY a 
SCRATCHY 

After more than a year of development, the 
final version of The Itchy & Scratchy Game 
finally showed up, and it looked like another 
year of work might have helped. This side- 
scroller fealjur'es very traditional hop and bop. 
Itchy, swinging an oversized mallet, provides 
the bop while Scratchy attacks. The magic of 
the TV episodes as seen on The Simpsons just 
never quite made into this game. 

WHAT’S IN A 
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NAME? 




I TV show 


Games based on hit movies and Tv shows have 
been some of the biggest sales winrfefi over 
the past few years, but as a,game player, you 
can't always take the name at face value. 
Sometimes development cycles are tlit short 
so that the game'will be released at a certain 
time, even if it isn't ready. tt always pays to 
check NP first, or play a game before yoEpbuy it 
to make sure it has wl^at you want, not just a 
name. Some of the best licensed games.this • 
year are The Adventures of Batman & Robii)^ 
The Lion King, Super Return of the Jedi, and Stai\.^ 
Trek: Starfleet Academy. 




ACME Animation Factory 

Addams Family Values 

Ardy Lightfoot 

Baseball Simulator 1.DDD 2 

Boogerman 

Braraish 

Brett Mull hiockay '95 
Civilization 
Deep Space Nine 
Drop Zone 
FireTeam Rogue 
Future Zone 
GP-1: Part 11 

The itchy & Scratchy Show 

Juggernauts 

Jurassic Park 2 

Justice League 

Cirby's Avaincha 

Cirby's Dream Course 

Cni^ts of Justice 

Mario Andretti Racing 

Mega Man X2 

NCAA Final Four Basketball 

NFL Quarterback Club 

DgreBattle 

Power Instinct 

Rapjam Vol. 1 

Rise Df The Phoenix 

Rise Of The Robots 

Robo Trek 

SeaQuest DSV 

The Shadow 

Star Gate 

Tarzan 

Tecmo Super Bowl—Special Ed. 
Top Gear 3DDD 
Wolverine 
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Donkey Kong Land 
FIFA Soccar 
Kirby 2 

Monster Truck Rally 
Pac Attack 
Pac In Time 
WWF Raw 
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Everybody's 
^ favorit'e blue 
robot is bock 
in his second 
Super NES 
adventure! 

Mega Man 


SEAQUEST DSV 


bigger and 


Mega Man X! *< 
Dan't miss the 
in-depth caver- 
age that you 
find only in 
Nintendo Power! 


DESERT STRIKE 


STRATEGY SPECIAL 


combin 


iNow rnoT you re rocing some or the tough- 
est fighters oround, it's time to polish your 
fighting strotegy. f^vina trouble ounching 
the tough guys out? With Nintencfo Power 
in your corner you'll be oble to K.O. any of 


Country with 
Super Gamu Boy? 
The incompara¬ 
ble Donkey Kong 


them in seconds flot! 


tine #TT«r nuoe 

A 0*^ONE^T ULCCT » 

nim ciRCiiiTr— BK 
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BACK ISSUES 


These Nincendo Power iksues er> AreiUible individuaUy. 
Add (hem to your coltectidn' They centein these exciting 
reviews* 

Volume 53 (Oct ’93): Super Empire Stiikes Back 
Monal Komt»i Super Bomberman Ptok, Cool Spot 
Pac Auack Wing Commander The Sccrei Missions 
Mortal Kombai (Game Boy), Sports Illustrated 
Championship Football and Baseba)! Jurassic Park 
(Game Boy) WWF King of the Ring, Lemmings (Came 
Boy) Battleship(NES) The Flinistancs—The Surpnse at 
Dinosaurs Peak 

Volume 54 (Nov. *93): The Secret of Mana. Super 
hTES Sports SimAnt Aero the Aero Bat Jurassic Park 
(Super NES), AciRaiser 2 Ultima Runes of Virtue IL 
Kirby s Pinbull Land. Gear Works TM N T Tournament 
Fighter (NES) Pac Man/Ms Pac-Man 
Volume 55 (Dec *93): Disney'^ Aladdtn Clay Fighter 
NHL Stanley Cup, Chtffy Duck The Marvin Missions 
Battle Cars Super Scope Roundup Ibm & Jerry Fmniic 
Antics, Me.ea Man IS (Game Boy), Mega Mon SI (NES) 
Tetris 2 

Volume 56 (|en. *94): Mega Man X Flashback. 

Cl ay mates Soldiers of Fortune T M N T Tournament 
Fighters BdiileioodH ^ Double Dracon The UUimaic 
Team.Batman The AnimilcdSencs.TMNT EL 
Radical Rescue Tetris 2 (Game Boy) Disney's Chip N' 
Dale Rescue Rangers 2 

Volume 57 (Feb. *94): Bugs Bunny Rabbit Rampage 
Young Merlin Skyblazer Inspector Gadget, The Sports 
Scene Lester the Unlikely, ChopliRer EL Spider Man & 
The X-Mcn in Arcade's Revenge (Game Boy) The 
Simpsons Bart & The Beaastalk,Zoda s Revenge Star 
Tropics E. 

Volume 55 (Mar. *94): NBA Jam, Wolfensiein 3-D 
Super R Type E. Metal Marines, The Rintslones The 
Treasure of Sierra Madrock WanoLand Super Mono 
Liutd ? Zodas Revenge Star Tropics E (Pan 2) 

Volume 59 (Apr. ’94): Ken Gnffe> Jr lYescnis MLB, 
Star Trek The Next Generation Mickey's UHimate 
Challenge X-Kaliber 2097, Time Trax, Turn and Bum 
No Fly Zone Pinball Dreams, Super Pinball, Super 
Metro id Preview, Prehtstonk Man, Walt Disney .s The 
Jungle Book (NES) 

Volume 60 (May *94). Super Metroid The King of 
Dragons, Joe and Mac 2 (Super NES) The Jeisons 
Invasion of the Planet Pirates The Sports Scene, Spectre, 
Knights of the Round Solitaire Funptik Black Bass Lure 
Fishinp Bonk's Adventure 

Volume 6 1 (June *94). Disney s Beauty ^md the Beast. 
FireStnkef,CUy Rghier Toumameni Edition, Spike 
McFang SlamMasters Fatal Fury 2, AS P Air Strike 
Patrol, Super Loopz, Illusion of Gaia (preview) Donkey 
Kong (Game Boy) Monster Max, Slop That Roach 
Volume 62 (July *94)* Super Street Fighter II Breath 
of Fire Disney & The Jungle Book Liberty or Dejlh 
Teins 2, Double Dragon V Torzan (Came Boy). Disney's 
The Jungle Book (Gome Boy) Space Invaders Jeopardy 
Sports’ 

Volume 63 (Aug. *94). Stum Race FX Lord of The 
Rings Vol I King of the Monsters 2, The Deaihand 
Return of Superman. An American Tale Fievel Goes 
West, Sonic Blasiman 2 Disney t Beauty and (he Beast 
(NES) Cool Spot (Game Boy) Itchy & Scratchy in 
Miniaiurc Golf Madness RoboCopvs The Terminator 
(Game Boy) 

Volume 64 (Sept, *94)* Mortal Kombai H Super 
Bomberman 2, Pocky A Rocky 2, BI:s:klhome Acrobiz 
Supersonic Vortex, Shein s Revenge Taz Mama (Game 
Boy), Mighty Morphin Power Rangers (Game Boy) The 
Making of Donkey Kong Country Killer Instinct 
Preview 

Volume 65 (Oct. *94) Super Punch-Out*’, Final 
Fanto-sy III Maximum Carnage MigNy Mor^in Power 
Rangers (Super NES), Pac Man 2 Illusion of Gaia Brain 
Lord Mega Man V (Game Boy) Mortal Kombat II 
(Game Boy) Yogi s Gold Rush, Donkey Kong Country 
preview Cruis n USA preview 
Volume 66 (Nov *94). Donkey Kong Country, 
Sporkstcr, Earthworm Jim Final Fonusy III Indiana 
Jones Greatest Adventurer Super Adventure Island II 
Wild Snake, Contra The Alien Wars (Game Boy), Killer 
Instinct preview Mortal Kombat II codes 
Volume 67 (Dec. *94). Demon's Crest Earthworm 
Jim, Zero the Kamikaze Squirrel, Super Return of the 
Jcdi Uniracers, Tin Star, Wano's Woods (NES) Simurai 
Shodown (Game Boy) Wono Blast (Game Boy). 

Casino Funpak (Game Boy) 


Use the Back Issue / Tip Book Order Form in this issue to 
order past Nintendo Power issues and books, or call our 
Consumer Service department at l•600•2SS•3700 te 
order them by phone with Vise or Mastercard 
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Super Punch-Out 11 


Spider-Man & Venom: 
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NBA Live '95 
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The Adventures of 
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Our goal is to try and preserve classic videogame magazines 
from years gone by before they are lost forever. 

Thanks goes out to all the people who make this possible. 

From the original editors and writers, 
to everyone involved in acquiring and digitizing these magazines. 


People interested in helping us out, in whatever way possible. 

Either by donating classic magazines, scanning, editing or distributing them, 

visit us at http://www.retromags.com 


Wo ere onfy intereatod In preserving dasslo magsz:.':^:, 

thet ore ^ hast S years out of print 

We have no desire or krtenthn to profit from these In any way. 

So please. If you come aorosa people trying to aeH these rehash, doni support them! 


TharM You and ENJOY! 



